
Win a Tiny Telly, Dish Drive. Scalextric Sets 
Ghett oh tester anti Games, Games, Games 


Jeff Minter & Andrew Braybrook 
Pius a look at UR1DIUM, Andrew s next game 


The cult hero looks back at the year 


A are glimpse at our secrets 



1 

i 





■ 1 .■ S fr J 

\ 

Jf*** 

HlpPf 



tSfi 

■Ur **4 

tng , 

VIpI 

wn ^ 






H j 



PfilpMpE ft 




Jam 



^■1 

J 

* 




tiiTi it. J 


i 



i ''K ESni^HHLV\ ■* i 





i 

* j>a a ' 










ALL THE ACTION AND T 
THE WORLDS NUMBEflO 

GAME. 


1 


Mgr* 


i 

p* 

ii 

r ** r ” 









Ht Op . 



tJ- . j 

BP- 1 


■ 

COMBAT L 

i . j 2 i 

E BATTLE 1 
NQ ODDS i„LL 

ss 


SION OF 

ar — * TrT(y T 

ARCADE K 

^ ¥ ^ rTl 


! 




Elite Systems, Anchor House, Anchor Road, Aldridge, Walsall, England 

Tel: (0922) 59165 "Consumer Hotline ,, 














fSSUE No, 9 CHRISTMAS 
& NEW YEAR 1985/1986 


HOT GAMES FOR CHRISTMAS 


59 ZZAP! RRAP 

A few Christmas missives from none other than — 
yourselves. 

64 NEWS FLASH 

Ad the latest on the scene 

7f ZZAP! TIPS 

Gazza Penn brings Christmas cheats, pokes and 
the Underwurlde, 

105 chronicles of the white 

WIZARD 

Or Whitey's lariat gets him tangled up as a 
Suspect. 

129 ZZAP! STRA TEG Y 

Sean Master son dons goggles and grabs the 
joystick to fight the Hun again. 

156 ZZAP! TOP 30 

Plus forms and comps results. 

160 SCORELORD 

No ZZAP’ Challenge this month (as rt's a season of 
Goodwill), but some high scores for you. 

165 THE TERMINAL MAN 

The continuing saga of Cross and the wrecked 
Arcadians. 


a KORONIS RIFT 

When Activision, Epyx and Lucasfilm get 
together, you can expect something pretty 
stunning — and here it is! 

12 BALLBLAZER 

And here it is again! The best sports simulation to 
hit the 64 — but this is futuresport with a 
vengeance, designed by Lucasfilm and Epyx, out 
on Activision. 

48 ROBIN OF THE WOODS 

Odin's great second game Sizzles into Sherwood 
with the Merry Men in green, evil sherrifs and 
nasty Normans 

130 BA TTLE OF BRITAIN 

PSS come up with another superb war game* this 
time for the flying aces. 
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CHRISTMAS FEA TUBES 


43 NEVER STRA Y FAR FROM WITH AM 

Andrew Sraybmok reveals something about 
himself as well as URIDIU M. the exciting follow up 
to PARADROID 


Editorial and production ^ 

1/2 King Street, Ludlow, 
Shropshire SYS 1AQ 
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78 FROM A TOYOTA TO A FERRARI 

DROPZONE s shqot em up programmer reveals 
an obssession with fast cars and the German 
autobahn , _ . 

80 SLA Y IT WITH FLOWERS 

To prove there's no hard feelings, Gary Liddon 
interviewed the Hairy One — Jeff Minter in the 
VakLab 

94 ROCKFORD S ROUND UP 

Here it is, folks, the unbiased, authoritative, 
entertaining all-dancing. all-singing took back at 
the year's software events as seen through the 
eyes of Stick Insect of the Year, 

1 19 INSIDE ZZAP! TOWERS 

Have you ever wondered how ZZAP! gets 
published 7 We have. Now we let you glimpse the 
secret inside world — what it's like at thetop, the 
pressures that drive men to distraction It s ail 
here, stormy passions, exciting, wild editorial 
meetings. The truth must be tofd . , . 

135 VIDEO STAR 

ZZAP's first ever short story 

140 THE 1985 ZZAP! READERS' 
AWARDS 

Vour chance to vote for the best programs of the 
year. 

145 ON THE COVER 

Our very own Oliver Frey explains the art of why. 
when and how 

153 2 000 A D-SPEA K 

Ex-editor of 2Q0QAD comic* Kelvin GosneL 
explains the derivation of Zarjaz, St rot nig and 
some other popular 64 users' jargon. 


PRIZE COMPETITIONS FROM 


93 DOMARK 

Celebrate FRIDAV 73th with a weekend at Alton 
Towers, SO others will get a T-shirt, 

T 12 ACTIVISION 

A 7547 Dish drive and half a townswortb of Little 
Computer People to be won! 

f 14 LEISURE GENIUS 

5 Formula 1 Sea I ex trie sets and 25 copies of the 
game to the winners! 

116 MELBOURNE HOUSE 

Are Offering 50 copies of ROCK (Sf* WRESTLE plus 
a top prize of the complete Melbourne House 
works! 
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bv Lis^d in the maQfli ine is paid for ai 
OUT current r ai^p , 
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There's Hewson 'Goodies Bags' up for grabs, 
containing a Gribbly Mug, GRIBBLYS DAY GUT 
PARADROID, 3D LUN ATTACK and HEATHROW 
ATC 

142 BUBBLE BUS 

Someone's got to win the Sinclair tiny telly on 
offer, but there's some T-shirts to win as well, 

162 CRL 

Deafen your family and friends by winning a 
"Ghettobl aster! And there's 20 copies of new 
SPACE DOUBT that could be yours! 


Rockford appear in ZZAP! E4 by 
kind permission of Fnsl Scar fnc,, 
whose copyright hu remains. 


A m WSFMtD PU&UCATfOM 


The next issue of ZZAP! goes on sale on January 
9. They say Siberia's nice at this time of year— so 
buy it and keep warm , . , 


Cover by Oliver Frey 
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Your driving stalls will be driven t< 
the limit in this simulation of the 
hit T.V. series* Just you and a car 
named "KITT" — the ultimate 

I driving team! 


Warrior robots in disguise* 
Earth has been invaded by 
powerful robots from the 
planet Cybertron, 

Transform into the role of the 
heroic autobots (Jazz, Hound, 
Mirage and Optimus Prime) in 
their deadly battle with the evil 
decepticons* 

TRANSFORMERS - Mote 
than meets 

the eye! Ert I 


COMM* 

ATI 


Ocean House - 6 Central Street - Manchester ► A 5 


Ocean Software is available from selected branches of; 


WHSMITH. 


Jo nn Men lies 


WOOLWOKtlb 






Become the hunter and 
the hunted in this 
breathtaking simulation 
of the famous film and 

TV series with 
Hyperthrust feature, 
helicopter attacks and 
daring rescue attempts 
that only the man and 
machine combination of 
Street Hawk can survive* 
I Don't miss it - 

* burn tread on 

AA the streets! 
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Adam* World ol Software 

High Rpad, Nonh Finchley, Lon don. 

1225 Alnwick C o impute rwa re 

The Market Place. Alnwick, Northumberland. 

A Hon Computers 

62 High St., Alton, Hampshire 

Buchanans 

112 Heath 5r, P Twickenham F Middlesex, 

Border Series Shops 

3 Hide Hill, Be rwick^on Tweed, Scotland 

Business Information System 

1 Swan Square, Bridge Street. Havarfordwnsh 
Dyferi. 

Cartier bury Software 
SThe Friars, Canterbury, Kent. 

Clupbi Is Computer Centre 

126 Shii ley Rd., Southampton, Hampshire 

Ch (reclame Motors 

T A Trowbridge Computer Shack. 

2d Timbrel! St, T row bridge, Wiltshire 


DEALERS 


Geprgi»s Bookshop 

Ml Armada Way, Plymoulh, Devon 
Ham fey's 

IBB- 196 H ego nt St., London Wl. 

■K. K Stationers 

Fungoid Lid., 187 Edqtiware Road, London W2. 

LTC Ltd 

112 East St Southampton, Ha mpshiro. 





Computer Exthanye 

42 Cannon Si., Bedminster, Bristol, Avon 


Computer Systems 

35 Hyde Rd , Paignton, Devon 

0 G H. Software 

120 Lower Vicarage Rd., Kaoninglon, Ashford, 
Kent. 

Data view Video 

1 39 West Main Si t Armadale, West Lothian, 

Scotland. 

Den shams Computers 

329 Asftluy Rd. p Parks! one, Poole. Dorset. 

Discount Video 

21 New Green Si , South Shields, Tyne Si Wear. 

Estuary Persons P Com pillars 

119, Chad well North, 

Victoria Cross Shopping Cenlre, 

South imd on Sea, Essex 



f , >; 







lombau Electron hB 5. 

4 Lodgu Place, Sutton, Surrey 

Lightning 

108 High SL. Rmslip, Middlesex. 

Micro Anvika 

224 Tottenham Coun Rd,, London Wl. 
Mifiro-TrOnics 

27a Market $L, Tamwqrrh, Staffs 

Micro cane Computing 

IS a.snefwell Road,, Newport, Gwem 

Microfare 

296 Gloucester Road, Horfield* Bristol. Avon. 
Mirage Micro Computers 

24 Bank St., Braintree, Essex. 

P, P. Computers 

41 The Ho-yns, Cardiff, Wales. 

Pilot Software 

32 Rathbone Place, London Wl, 

Seven Counties Computers 

7 Pari* St, , Exeter, Devon. 

Softahop 

55 Si Peters Court, Chalfoni Si Pelet^ Bucks 
Solent Micro Systems 

25 8a i gates, Chrisi-churcn, Dorsel. 

Tasmn Sound T/ A G 0. Computers 

230 Tottenham Court Rd., London W 1 . 

T BrrPs Computers and Video 

T7 Fairway, PetLvwmid, Kern, 

Viking Computer 

Ardnay Rise, Cattoo Grove Rd . Norwich, 
Norfolk 

Virgin Games Centre 

100 Oxford Street, London Wl 

Weal Willshif e Micros 

3 White Hart Yard, T ro wbridge, Wiltshire 

Worthing Computer Centre 

T2 Liverpool Rd., Worthing, Sussex, 
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A MERRY CHRISTMAS & A PROSPEROUS 
NEW YEAR 

Here at ZZAP! Towers in Shropshire's deepest Ludlow 
(recently voted 'Oddest place in the world for a computer 
mag') we are slaving unselfishly away over the February 
issue whilst hoping very much that you all enjoy this 
Christmas Special Edition of ZZAP 1 64. There's quite a bit in it, 
as you will no doubt see, but some of it I take no responsibility 
for! f was asked to write the text for Inside ZZAP I Towers', for 
instance, and I did what I (modestly) thought was an 
interesting piece about how we put ZZAP! 'to bed' (at least, I 
thought It was), but The Team went rather over the top with 
the photographs and you're not to trust them one bit (both 
team and pictures that is)! 

Atthis time of year it is traditional to casta jaundiced eye over 
the events that made it up and see whether they add up to 
anything. So we have asked Rockford (courtesy of Statesoft) 

Me" 


ZZAP I IN THE EAST! 

I ought to take this opportunity 
to welcome new ZZAP! readers 
in the Far East- Under an 
exclusive licencing deal, an 
edition of ZZAP! 64 is being 
printed in the Far East and 
distrubted there and in 
Australia. It's just about exactly 
the same as the European 
edition, but the good thing 
about it is that it should go on 


sale only a matter of days after 
the British version. Up to now r 
Ma I ay si a a nd Au stra li a have had 
to wait almost two months 
before getting their ZZAP! 
issues, which has left readers 
there a bit behind the times, it 
should also (hopefully) make it 
possible for competition entries 
to just about arrive in time for 
closing dates! 


to do the job. Naturally, you all knowthat Rockford can't write 
(whatever he may say about the matter), so Gary Penn and I 
translated his ramblings Into English (of sorts). Take a look at 
‘Rockford's Roundup' and see if you agree with the 
assessment of 1985. My own feeling is that things look set for 
a great 1986 anyway, so there, 

It also seems appropriate to say 'thank you' to some of the 
people and organisations who have been essential to us, 
good for us and an inspiration to producing the magazine and 
without whom life wouldn't be as much fun (or pain)! We all 
sat down and compiled a list — here it is, 

Carol Kinsey (Aunt Aggie) — without whom Mail Order 
wouldn't , : . 

Carol (again) — for her constant There's a little lad on the 
phone' type calls. 

Poddy (AMTiX! Editor Jeremy Spencer's little dog) — 
without whom the desk legs wouldn't . , . 

Denise Roberts — also known as 'Denisle' as in 'Denise'll do 
it', without whom Subscriptions wouldn't . , . 

Commodore User — without whom — er well, just without 
whom , , , 

Computer Trade Weekly — for telling the truth fearlessly and 
making Saturday mornings in the office bearable, 

Sheila (upstairs in Admin) — for those regular little brown 
envelopes with cheques in them , . . 

De Grays Cafe — for the breakfast bacon sarnies without 
which nothing could get written . . , 

The Bullion —for supplying lunchtime 'refreshment' without 
which the afternoons couldn't . . . 

Curry's, King Street — for supplying electric doobries all day 
long and repairing computers all day long, 

The Midland Electricity Board — for Ludlow's intermittent 
supply and all those lost' files on the Apricots . . , 

Tony, Keith and Richard at Scan Studios — for producing ail 
ZZAP's editorial colour so well and at such short noticef 
Ludlow Post Office — for climbing all our stairs every day 
with so few complaints . . . 

CRASH'® Robin Candy — for eating all the biros .... 

PauJ Sumner's Mum — without whom he wouldn't . . . 
Weilcon struct — for making typing chairs strong enough 
even for Gary Liddon, and big enough for Rignall's ego , , , 
Commodore — for the 154? Disk Drives that make our lives 
such a joy . . . 

British Rail — for continually confusing Sean Masterson and 
keeping him from work . . . 

Carol's Mum — for sweeping under our feet . . . 

The local girls — for sweeping Jaz off his feet — every day . . . 

and finally 

Yourselves — without whom ZZAP! 64 just wouldn't . , . 

See you next year — Ta I 
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Y ou've been travel lim 

space ways in your Scou 
tcraft for three days now 
with only Psytek, a 7500 Series 
Science Droid System Analyser, 
for company. Boring really, 
you'd expect to see more action 
being a technoscavenger, some- 
one making a living searching 
for abandoned technical 
systems. 

Yawning as you slouch back 
into your chair, you ponder on 
your current situation. Having 
found nothing over the las! 
month funds are getting alarm- 
ingly low. Suddenly Paytek, who 
has been busily monitoring the 
instruments, sends you an 
urgent message: P OWE RFUL 
RADIATION FLUX DETECTED: 
CO-ORDINATES 45 iW RE LA 
T1VE AZIMUTH AND ELEVA- 
TION, You instantly snap from 
your thoughts and lean forward 
and access the navigation com- 
puter so you Can identify the 
source — could this be at fast an 
abandoned technological stock- 
pile? 

The computer tells you that 
the source reading is from a 
medium sized planet. With your 
heart in your mouth you mutter 
a short prayer and start to check 
through the computer systems 
in an attempt to identify this 
mysterious heavenly body. The 
computer's reply puzzles you: 
NEGATIVE, CHARTS INDICATE 
EMPTY SPACE FROM HERE TO 
STAR SYSTEM 583. After pers- 
istent manual checking and re- 
checking of the planetary charts, 
you find no trace of any planet 
within light years of those 
co-ordinates. Very strange 
indeed, but visual confirmation 
from the See utc raft's optical 
sensors and an instrument read- 
ing of over 10,000 rads proves 
that there IS a planet out there . . 
but why no chert reference? 

TH1 LEGEND 


Intrigued, you sel the computer 
co-ordinates and head for the 
barren and scarred planet. As 
your craft approaches the planet 
you sit back and think. All of a 
sudden a wild thought strikes 

> r ou — a massive radiation flux 
rom a planet scarred with deep 
rifts? Could this possibly the 
legendary planet of Koronis 
Rift? If it is then you have 
stumbled upon a tech no scaven- 
ger's dream. 

You think back to the conver- 
sation you had with a fellow 
technoscavenger. 'Over 700,000 
years ago when an incredibly 
advanced race, the Ancients,, 
ruled the stars, Koran is Rift had 
been the testing ground for the if 
most powerful weapons. They 
abandoned it when the radiation 


These graphics work fncm- 
dibly welt and give an 
immense feeling ofwchft- 
aration and involvement as 
you travel in your Surface 
Rover over the planet 
Koronis, 


Lucas film Games seem 
destined to set the stand- 
ards of future software 
production. If they continue 
to d&sign and market such 
superb products as Re scue 
on Fractalus f don't forget 
it's at least fwo years Ofdf, 
the innovative Bal Iblazer 
and now Koronis Rift they 
can't fait to become one of 
the world leaders in quality 
software development In a 
way Rift could be called 
Fractalus !! since the grap- 
hics are calculated using a 
similar program, although 
the process of producing 
the 30 has been Improved, 
smoothed and sped up t 


One of the really impres- 
sive qualities of Koronis 
Rift is the actual depth of 
the game. What with actu- 
ally trying to find the old 
hulks # fighting off the guar- 
dian sa ucers AND picking 
up the modules , you have 
W work out which of them 
are best suited to custom- 
ize yourRover so you have 
a better chance of survival 
on the hazardous high 
levels. 


One of the surpri- 
sing aspects of Ri ft is that 
you can actually map the 
twen ty levels using moun- 
tains and rifts as landmarks 
— on later levels a map 
becomes almost a neces- 
sity , so torturous are the 
mazes of canyons. 

The Psytek robot in the 
Scoutcraft has some Of the 
best animation /Ve ever 
seen , especially when it 
analyses and disassembles 
modules. Watching it at 
work is a joy to heboid. The 
game does take a little 
getting used to and ft *s 
annoying to score zero for 


once you really get going 


your first few games, but 

Vi 

(with perhaps a decent 
saved garnet it r s difficult to 
stop playing it Koronis Rift 
is absolutely superb, defin- 
itely one of the all time 
classics — miss it af your 
peril 
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cou flit became too high for any 
irfe form to survive, but (eft their 
unsurpassed technological ach- 
ievements behind/ 

You had dismissed the conv- 
ersation as the rambJings of one 
who had spent too long travel- 
ling alone in space, but if it were 
true then what now lies before 



you could possibfy be the big- 
gest and richest technological 
stockpile ever discovered 1 
The navigation computer tells 
you that the Scoutcraft has 
entered orbit, so you hasten 
down to the Surface Ftover bay 
in readiness for transportation 
to the planet's surface. As you 
settle back into the Rover's 
comfortable control seat you 
Quickly scan the instruments. 
The Repo-Tech Droid is equip- 
ped and on board and you're 
ready to go. Psytek acknowl- 
edges and you begin the short 
countdown before being blasted 
down to the surface. 

A DREAM INDEED! 

Koronis looks worse on the 
ground than ft did from above 
the atmosphere The landscape 
is prey and barren, the only 
noticeable features are the tow- 
ering mountains cut with deep 
rifts and canyons. Locating the 
hulks is gofng to be the easy bit 
— it's getting to them that's 
going to be the problem. 

Glancing at the radar you see 
an unblinking spot of light — 
there i$ a hulk in the immediate 
vicinity! You swiftly turn the 
Rover so that the light on the 
radar points to 12 o'clock. You 
might not be able to see the relic 
but you know you're heading 
directly for it 

As the rover climbs over the 
peak of a hill you catch a quick 

g limpse of the huge machine 
efor© plunging into the next 
valley, Climbing the next ridge 
you reach the ancient ruin. Even 
though it's been sitting on the 
planet for hundreds of thou- 
sands of years there is no sign of 
any decay: the Ancients cer- 
tainiy knew how to make their 


machines last. Your admiration 
is paramount for a few mo- 
ments, but you quickly come to 
and order the Repo-Tech Droid 
to search the hulk — venturing 
out yourself would be fatal, with 
the rad count at over 10,000 you 
would be fried in a split second, 
The RTD emerges from its 
portal, approaches the giant 
machine and disappears into it. 
They're very good at what they 
do, and you're lucky that you've 
got one of the best. You wait 
expectantly, and within a few 
moments the droid returns with 
the hulk's module. As you slot ft 
into one of the free spaces on the 
Rover's module area the hulk 
self destructs leaving nothing 
for other technoscavengers, A 
smile creeps over your face . . , 
that one module must be worth 
at least 1 00 ki leered its. There are 
a lot more hulks on this rift 
alone, and there are twenty rifts 
to explore! The legend was 
correct, a technoscavenger's 
dream indeed! 

FIRST ENCOUNTER 

The radar picks up another hulk, 
so you set your course accord- 
ingly. As you're doing that an 
unnerving message is printed 
out: DANGER, GUARDIAN 

SAUCERS APPROACHING. 
Damn | you had forgotten refer- 
ence Op$ec JEC 4208 of the 
Encyclopedia Galactica: 
Guardians. A race of geneti- 
c ally-engineered warriors 
created by the Ancients to 
guard their stockpiles of tech 
nofogy. Little is known about 
them since they are program- 
med to self destruct on capture 
and af! attempts to negotiate 
wtth them has faded. However, 
they are known to be stiff carry- 
ing out their task to the fuff 
As you fumble for your laser 
control, a saucer appears from 
behind a mountain and fires a 
volley of firebombs. Sweating, 
you aim your crosshair and fire. 
At least two shots are on target 
— why doesn't it explode? A$ 
the saucer looses another set of 
bombs you hit i| again, this time 
it explodes into a cloud of 
debris. A quick flick at the far 
right VDU telis you that the 
Rover's defence shields are still 
in good order. Some action this 
is turning out to be! 

As you head towards the next 
hulk you wonder whether it 
would be safer to beam up to the 
orbiting ship and drop off the 
module, after all it's impossible 
to contact the ship when en- 
gaged in combat. Greed drives 
you on, and you decide to fill all 



Though initially showing 
Some graphic similarities 
to Lucasf Urn's other epic. 
Rescue on Fractal us, 
Koronis Rift is a totally 
different game digressing 
from Fractals' pure blast- 
ing and leaning more to- 
wards the strategy side of 
things. The scenario is 
certainly well thought out , 
a lot of time and effort 
having gone into it. Tech- 
nically ifs nearly flawless, 
the fractal graphics run at a 
truly a wesome speed, tt 
really puts Fractals' up - 
date time to shame. The 
game itself is great, though 
sometimes things get a 
iittle repetitive. The idea of 
having a dynamic craft that 
you can customize by your 
own efforts is a nice twist. 
Ready this has to rate as 
one of the releases of the 
year and i eagerly took for- 
ward to Lucasf Um's other 
potential blockbuster. The 
Eidolon. 


the module areas before return- 
ing to the ship rather than 
beaming up as you collect them. 

Before reaching the second 
hulk another saucer attacks, but 
again it's disposed of. This 
second attack swiftly makes you 
decide to scavenge some better 
designed defence modules so 
you can update the Rover's 
standard systems, After all, if 
things are going to be like this 
then a more powerful modular 
system could well be your only 
chance of survival, 

Another two hulks are suc- 
cessfully scavenged before a 
third saucer is encountered. If 
this is a sparsely guarded rift 
what must the others be like? 
Another hulk is looted without 
trouble and the module area is 
filled so you send a message to 
Psytek, who promptly beams 
you up to the orbiting ship. 

Now comes the satisfying part 
of being a technoscavenger — 
analysing the booty. You 
remove the modules from the 
Surface Rover and take them 
into Psytek 's operations room 
so he can analyse and dismantle 
them for future sale. 

As you load the modules onto 
the conveyor storage area, l 
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Psytek swivels in his chair waits 
for you to put a module onto the 
belt. You do fust that and it slides 
along to its place in front of the 
silver droid, who within a few 
seconds strips it down to its 
component parts, turns i enters a 
set of figures on the computer 
and finally gives you its evalu- 
ation, Most of the modules are 
useful only for resale, but one 
catches your eye — a module 
w th a laser insignia which is far 
more powerful than your cur- 


rent one. Within a moment the 
old module is withdrawn and 
the new one installed, That 
Should improve your survival 
chances a little. 

As you make preparations for 
a second trip to the planet 
surface you pause for thought. 
Psytek said that he had located 
the Guardians' saucer ba$e on 
rift twenty. If it can be found and 
destroyed then Koran rs and its 
trove of technology would be 
yours for the taking. Otherwise 


trip after hazardous trip would 
have to be made to allow you to 
gradually bring up the stockpile 
of modules. But then, even if the 
saucer base is to be destroyed, 
really advanced modules would 
sti|l have to be sought, found 1 
and fitted to the Rover to im- 
prove your chances of survival. 

The nausea of transportation 
snaps you from your thoughts 
and as you approach the pla- 
net's surface you are still in two 
minds what to do . . . 



Rescue on Fractalus was a 
very good shoot em up hut 
one that became a mite 
tiresome in time due to 
tfttie variation Koran is Rift 
Strikes me as being some- 
thing of an improved vers- 
ion of the aforementioned 
game with simitar, but 
better, use of f recta! grap- 
hics, However any simitar* 
kies stop there. The game* 
pfay is certainty superior to 
that of Fractal us end at 
though Koran rs doesn't 
have that much more var- 
iety if is far more pta yab/e r 
The overall presentation is 
of a very high guafky and 
the joystick used effec- 
tively in fact the whole 
product oozes with profes- 
sionalism, But then that's 
Lucasfilm for you . . . 


Presentation 93% 

! n f o r m ative in si r u ct ions 
and excellent on screen 
appearance 

Graphics 96% 

Fabulous fractal 3D 
complemented by 
on believable robot 
animal ion 

Sound 72% 

Good tiMn tune and 

appropriate spot effects 

HoofrabJIity 90% 

An initially confusing but 
■issy game to gel into. 

La stability 96% 

Sufficiently complex 
action packed and 
enthrs fling. 

Value For Money 
94% 

A very meaty game for thi- 
price. 

Overall 96% 

One of THE games oi the 
year 
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Gold Limited, 

10, Parkway Cndustri 


^efa r distant future, assemble^ 


adventure everpr 0C f UcG . 


W amoDaq pue 


The Gnome Mansion - the 
mysterious location or your 
fanfftftk lime machine 
Assemble tlMi FJlUl parts of your 
Craft and De-qjj> y&yr epic 
voyage to past and tumre 


Cihtor m Odd Rush XtiA'J - 
Dearth scorfUMi*. httsfly bats, 
*mf numerotts na^S are on the 
atUtK .v. ym search the 
cavr influx gold mines of 
California. 


My thaioglcil Greece A2BC - 
A conf romauti* wuh Medusa 
fight to the death with Only 
your rrisagscjl shielst for 
protection 


Age O&ODBC E> plan* 
the darfc end rfimqerous e*Vf* <rf 
prefustpfn times, you rl need 
STrenglh and cunning te reach 
yrjui goal 


C'donidl Salem. M A 1602 - 
Hubble. bubble. toil and l rouble, 
nn a ghastly witches t;rew and 
y D4J ll .vie through, tut watch 
but f« the f tying broomstick. 
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There have been some 
shinning sports 
simulations released on the 
64 this year, but none of 
them are in the same class 
as Ba lib laser. The idea is 
one of the simplest and 
most original ever 
conceived for a computer 
game — and it works 
magnificently. With the 
exception of the sound, 
everything about B a I Ibl a z er 
near perfect. The 
graphics are smooth, fast 
and very effective with nut 
a split screen glitch in sight t 
Unfortunately the sound 
e ffects are quite weak but 
the music is fine and makes 
up for this smaff deficiency. 

The nine computer 
controlled Droids make 
fierce and compelling 
competition, but the two 
player head to head game 
holds far more of a tasting 
interest. Bail blazer is the 
computer games 
equivalent of such classic 
sports as football and 
tennis , and is without 
doubt the best release this 
year. 

| Batf blazer is deceptively sim- 
ple in its conception and appe- 
arance. It can be likened to a 
futuristic game of football with 
only two players. The playfield 
consists of a grid, 65 squares 
long and 21 squares wide, with a 
set of goalposts, or goalbeams. 

I gt both ends and 0 surrounding 


any centuries have [ 

B assed since the Great 
Igdness, a time when 
war was at its most rampant and 
horrific peak. A multitude of 
great space battles were both 
won and lost but few survived to 
revel in any glory* That was 
centuries ago and man has since 
learned from his mistakes. 
Peace now reigns and the only 
battles fought are those on the 
grid of the flaWA/azer piayfield. 

This future sport was one of 
the few good things to come out 
of the war and was actually 
derived from military training 
exercises. In preparation for 
deep space combat budding 
recruits had to get used to the 
rapid changes in direction of 
acceleration experienced when 
performing manoeuvres in 
space. This was done in the form 
of a riqorous simulation which 
soon developed into the grea- 
test sport of all time. 













To appreciate the game it 
realty has to be played a 
few times. The way that the 
rotofoil snaps round 
continually can be terribly 
confusing to some first- 
time players and the game 
could well prove offputting 
to those who 'walk into a 
shop f take a quick look and 
buy \ ft does take a while to 
get into , but k £ s worth ft — 
becoming a truly pro ficient 
player wtf! take a tong time 
— rt is a sport after alf r 


BaPbiazer is simply THE 
one-on -one sports 
simulation. It's just you, 
a/one, against another 
player (whether human, 
robot or a Hen makes no 
difference}. No external 
interference to worry about 
— all you ha ve to do is 
outwit your opponent 
using every ounce of skill 
an d reflex es, T he graphics 
are incredibly effective and 
give a superb feel of 
acceleration and speed, t 
must confess to being very 
disappointed with the 
sound — Tm sure it could 
have been vastly improved 


Ballblazer is a truly classic 
game and as a sports 
simulation it is one of the 
best to date. The idea is 
brilliantly simple and the 
presentation ts outstand- 
ing, Technically, Bail blazer 
isn 't as Impressive as 
Fractalus or Koronis Rift 
put it is certainly L uces- 
film 's most playable game 
to date. The graphics don r t 
look that amazing when 
static and its only on 
seeing and feeling them 
move that the whole effect 
is brought home. 


Once the basic principles of 
the game are mastered you 
can start to work on 
individual tactics — its 
here that the game really 
comes into its own . 

Ba ( lb laze r is designed so 
that you can find tho best 
way of playing. It's funny 
really, how the simple 
games usually turn out to 
be the best — Ballblarer 
certainly one of the 
simplest and assuredly the 
best. 


The innermost field is the 
pushfield: a touch of the fire 
button sends the ball flying for- 
ward at high velocity and the 
rotofoil recoils in the opposite 
direction. The pushfield can also 
be used to blast the bail away 
from an opponent, leaving it free 
for the taking, 

Rotofoils are controlled with a 
joystick — left, right, back and 
forward ell give acceleration in 
their respective directions while 
the fire button activates the 
pushfield.. Turning is computer 
controlled and gives rise to one 
of the rotofoil"? most useful and 
confusing properties — that of 
rotO'-snstppmg. 

A rotofoil will always face the 
bad unless the player in Ques- 
tion is actually in possession, in 
which case the rotofoil 'snaps' 
round to face the goal. So too 
does the player's view, which 
can prove incredibly disorienta- 
ting at first but not so much so 
that the concept is never 
understood. 

For every goal scored a certain 
number of points are given — 
the value depending upon how 
far the player is from the goal- 
beams when the bad passes 
through them. If, for Instance* 
the ball is literally pushed thr- 
ough the goal then only a single 
point is scored. A maximum of 
three points can be obtained for 
an over-the-horizon shot. This is 
where the player can't actually 
see the goal beams when the ball 
passes through them — a diff- 
Fcult or lucky shot? ft ad depends 
upon the skid of the player, , . 

Should a total often points be 
scored before the previously 
determined time limit expires, 
the opposition is 'wiped out' and 
the game Is over, if the scores 


zero, the game goes into over- 
time and tne first person to score 
is declared the winner. The 
length of time a game is played 
over can vary between one end 
ten minutes, but wherever you 
go In the universe, there's only 
one regulation Balfbfazer game 
— three minutes, two players, 
one victor . . 


BaMblazer also includes the 
best computer opponent 
I've ever seen in a game. 
The different grades pro- 
vide a decent challenge to 
any games player, what- 
ever their level of skiff. This 
is definitely one of THE 
games of the year and if by 
any chance you DO get 
bored, the cassette inlay 
scenario should provide 
so me en te rta i nment > 


ftainitir.iiBirii 




electroboundary. The boundary 
is i n visible to the human eye and 
is used to keep both player and 
ball within the grid: It can also 
prove a useful aid in play, allow- 


ing players to perform such sub- 
tleties as ‘off the wall' angled 
shots. The ball, or plasm orb, is a 
sphere of pure energy that floats 
above the surface of the grid. 
Once it has been injected to the 
playfield the battle for posses- 
sion of the plasmorb is on . . , 

Both players control a device 
known as the rotofoil — a form 
of 'shuttle' with a surrounding 
'pillow' of energy, or forcefieid, 
used to capture, 'dribble' and 
'shoot' the plasmorb. 

There are in fact three 'pil- 
lows': the first and outermost is 
the humpfiefd, protecting the 
rotofoil from all possible eKter. 
nal damage. The second field, 
the putffield, is only activated 
when the plasmorb is within a 
certain range, where it automat- 
really draws in and centres the 
ball. The player can now go for 
goal. 
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Presentation 97% 

Slick in all aspects. 


Graphics 95 % 

Fast smooth and glitch Free 
split screen display. 


Sound 78% 

Great auto- improvised 
music but unfortunately 
weak FX 


Hooka bllity 98% 

Instent high speed 
addiction. 


Instability 93% 

Compulsive sports action 
whether you play against 
computer or human 
opponents. 


Value For Money 
97% 

A down to Earth price For 
such an out of this world 
game. 


Overall 98% 

The best sports simulation 
to hit the 64 yet; 


J. 
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IMHOTEP 

Ultimate, £9.95 cass, joystick only 


W ith three best selling ar- 
cade adventures under 
their belt. Ultimate 
have decided to turn their atten- 
tion to pure, unadulterated ar- 
cade action in the form of Im- 
hotep. The title comes from the 
name of a Egyptian statesman, 
architect ana physician of the 
third dynasty (busy chap). The 


though, is distinctly non- Egyp- 
tian — Imhotep is in fact . , - A 
SHOOT EM UP! (Well not quite, 
as there is a little bit of dodging 
and jumping involved), 

Pharaoh Zoser has called 
upon Imhotep the Wise for 
advice on how to put # ha It to the 
misery and famine rapidly that is 
spreading throughout the land 
and taking many lives in the 
process- Fortunately for the 
Pharaoh, Imhotep is as intelli- 
gent as his name suggests and 
comes up with a solution. Sort 
of. 

Though rtpt being 
^Pl| that impressed 
with previous 
Ultimate releases 
JL for the Commo- 

Nta dore f J must admit 
» f that they stand up 
!!■ pretty wait whan 
compared next to 
Imhotep. As with most Ultimate 
3 a mas the graphics are very 
impressive — hath the scrolling 

I , — I. „ , J - J « 


backgrounds and moving spri- 
tes are of a very high quaiity. The 
music isn't that bed but Vm 


afraid that although the game 
looks and sounds iflee a dream . . 
. it play^ like a brick. The main 
skill involved seems to be fight- 
ing against the awkward control 
method end there is some ap* 
peat in being frustrated. 8ut 
consistently dying, quick ly, time 
after time, unavoidably, every 
game soon becomes very bor 
ing indeed. Why Ultimate re^ 
lease games of this quality on 
the 64 is beyond me? They may 
still be almost unparalied on the 
Spectrum software scene but as 
far as their 64 releases go — the 
Ultimate label is not always a 
guarantee of a decent game. 


/ realty can't bob 
ieve that U it i mate 
release such unam* 
JH bitious drivel as 
J this and expect to 
‘t. keep their repute- 
^ tion of being one of 
Bnlain's leading 
software develop 
ment houses. Okay, so they 
have never really exploited the 
64 as they did the Spectrum , but 
this is unbelievably disappoint- 
ing considering some of the real 
gems they have released prev' 
iOusly. The name is vrrtuallv 


musly, The gome is virtually 
unpla yable — in some situations 
you're not even given a chance 
to react end thus defend your- 
self The fact that the main 
Character moves so very slowly 
doesn't help matters — the 
game is fust too hard. When 
you're or? the ground it's almost 
impossible to avoid being hit by 
anything and jumping gaps fs 
fust a Joke, This is an tncredibfy 
poor offering for any software 
house , , let alone Ultimata, f hope 
their two new releases are & 
massive improvement — we Ve 
come to expect much better 
things 

There is a beautiful princess in 
possession of some sacred rea- 
ding matter — books known as 
the Souls of Ba, which contain 
the secret of the Nile, 'whose 
life-giving waters will once 
again make the barren lands 
fertile . , . to quote Imhotep, 
There is one small problem 
however — in order to get the 
books, Imhotep he$ first to con- 
sult Thoth, the god of wisdom, 
for the whereabouts of the prin- 
cess. And this means passing 
through the distant troubled 
lands of the rather unfriendly 
Jawi Nomads * , * 

Imhotep begins his perilous 
journey mounted upon a bird of 
some description — unfortun- 
ately the Nomads are also in 
control of very similar transport. 
These birds have the most 
peculiar property of bernq able 
to shoot large, rather deadly 
white balls' in any direction. 
Well, at least the Nomad J s birds 


UQtlOQO I AIM. 04 H.tJM §2 * 


can — Imhotep's H steed r only 
fires left and right The Nomads 
can either be shot or avoFded, 
although there is the occasional 
attack from an virtually unavoi- 
dable homing bird", that can 
only bekilled. 

Tc make things worse rocks 
and water droplets periodically 
rain from the sky, and to just 
make things really unpleasant. 


® l was quite surpri- 
sed to see a shoot 
em up on loading 
the game, as I was 
* expecting an ar- 
■cade adventure. 
Xonsidering ihe 
excellent quality of 
Ultimate's arcade 
games on the Spectrum, I ex- 
pected to play something spec- 
ial U nfortu nately I mh step most 
certainly isn 't While the grap 
htes are good and the sound 
reasonable, the gam epf ay is not 
being unexciting, totally frustra- 
ting and subsequently forgot 
ten. ft will be tn tere sting to see if 
this poor quality continues, 
what with the fourth Sir Arthur 
Pendragon game * Dragon Skul- 
ie, and something tailed Out- 
laws about to make their appe- 
arance around now. Have Ulti- 
mate got anything up their pro- 
verbial sleeves other than pro- 
verbial arms? 
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Presentation 60% 

Good packaging but limited 
options 

Graphics 70% 

Smooth, bill slow, two speed 
scrolling and some nice 
animation 

Sound 40% 

Tacky title rune and uninspiring 
spot FX 

Hookabflity 30% 

Slow controls and unavoidable 
high speed rustics make tile 
game annoying to play instead 
of compulsive 

Instability 16% 

F dr loo monotonous, fnjs[rating| 
and hard. 

Value For Money 16% 

Vastly overpriced rinefis put to 
shame by same of the poorer 
budget games 

Overall 20% 

Unfortun.aroly, Uliimate’s worst 
yet. 


v - 
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MJrrorsoft, £7.95 cass. joystick or k^ys 


Presentation 84% 

Some pleasant touches and 
good onions. 


Graphics 81% 

Attractive, colourful backdrops 
and sprites. 


Sound 62% 

Above average tunes and FX 


Hookabiffty 82% 

Many original features make the 
game adritctive. 


La stability 76% 

Lot$a luverly rooms rn explore 
and 'orribla nasties to avoid. 


Value For Money 83% 

Cheaper and better th&n a lot of 
Commodore software, 


Overall 80% 

One of this year's more 
impressive platform games 


t Wh&n this game 
first appeared on 
the Spectrum ever- 
yone in CRASH 
went ape — and 
personal y f cou- 
ldn't j blame them. 
Dynamite Dan Is a 
superlative JSW 
style arcade adventure — colo- 
urful, fun and great to play, ft has 
been converted very faithfully to 
the 64 and consequently hasn't 
lost any of its original charm and 
humour. The sound is a bit dis* 
appointing though, especially as 
the Spectrum version contains 
some almost unbelievable 
music. The graphics are bright, 
colourful and on most occa* 
atom, well animated. DO has 
plenty of new, novel content end 
ShOwd bring even the most leth- 
argic of platform ites back to 
their joysticks /or keyboards for 
that matter}! 


walking and leaping about the 
mansion. This energy is shown 
on scree n as a bar that slowly 
diminishes throughout the 
game. If it reaches zero then a 
life is lost and the bar is replen- 
ished, In order to keep energy 
up, Dan has to eat. Luckily, there 
are some tasty snacks lying 
around for the taking — all Dan 
has to do is run into them, Other 
pieces of booty scattered thr- 
oughout the place give bonus 
points if taken. Some weapons 
and objects give temporary 
immunity — as long as the bor- 
der flashes Dan can run into 
anything without fear of losing a 
life. This is useful for some of the 
more difficult screens. Extra 
lives can be obtained by picking 
up one of the few test tubes 
occasionally found. 

if Dan manages to pick up all 
of the dynamite and eventually 
blow open the safe, he flies off 
into the sunset with his loved 
one m true Cecil EL de Mills and 
Boon style. Ahf 


neath a flashing one. A lift tra- 
vels up and down a shaft in the 
centre of the mansion and 
proves a handy means of travel 
as it stops on all floors. Also it is 
devoid of nasties, offering the 
opportunity to look at a few of 
the rooms to either side. 

Deep beneath the mansion 
floor there runs a subterranean 
river and on this floats a raft, 
going round and round on the 
circular current (all the screens 
wrap round into a cylinder). By 
Simply hopping on at the right 
moment, Dan can get a free ride 
to wherever the raft is bound, 
Dan is hyperactive and con- 
sumes a fair amount of energy 


to the Professor's mansion, 
where he lands on the roof. 

ft is here the you take over 
Dan's actions. Starting from the 
rooftop base Dan has to pene- 
trate the mansion, find the 
dynamite scattered around and 
bfow open the safe. However, 
the Professor's little abode is far 
from empty — in fact it's filled 
with 'orrible minions roaming 
freely a bout the pi ace. As th ey J re 


the name of the game and also 
(not surprisingly] that of the 
main character. 

Dan is having some problems 
with his love life, You see, the 
evil and wicked Professor has 
captured his girlfriend and has 
locked her away inside the safe 
in his mansion — the despicable 
cadf Our hero, being no mug 
and a brave and honourable 
gentleman at heart, decides to 
set about freeing his unfortun- 
ate lady friend. So, without fur- 
ther ado, ho boards his airship 
and zooms off as fast as he can 


not exactly out for Dan J s blood 
they follow a preset patrol pat- 
tern that needs to be learnt if 
they are to be avoided. If Dan 
does makes the mistake of act- 
ually touching them, he loses 
one of his ten lives. Falling from 
a high ledge doesn't do him 
much good either Dan can sur- 
vive quite a reasonable drop, bui 
if he falls too far then the Whee 
Splat Gently' principle comes 
into effect- 

The mansion is presented Jet 
Set Willy style: ie the screens 
connect realistically and logic- 
ally to form rooms. These rooms 
are full of platforms, hazards, 
stairs and all sorts of unpleasant 
little traps to catch out an un- 
wary Dan., As evil professors' 
abodes go, this one is a cut 
above the average residence 
and contains some interesting 
features. Firstly, there aretram- 

E alines on which Dan can 
ounce. They work in a similar 


I've only ever seen 

t end heard Dyne- 
mite Den on the 
Spectrum a couple 
of times and al- 
ways thought that 
the graphics and 
musk were quite 
smart (especially 
the latter i The game, I must 
confess, didn't look particularly 
outstanding to pla y and it wasn 7 
until I played this conversion 
that my opinion changed some' 
what — the graphics and sound 
aren *tes good flam quite miffed 
that the music is worse on this 
64 version) but the gameplay 
most certainly is — better than I 
thought There are some very 
nice' touches throughout, al- 
though the basic gamepidy isn't 
anything out of the ordinary. A 
slightly unusual platform game 
and something for addicts of the 
genre to Chew on . 


J ta Though enjoying 
k this game greatly 
on the Spectrum, 
Fm not as impres 
^ / sad with this Com - 
_i mo do re vers ton, 

H The graphics are 
the same as those 
qf the original and 
very impressive they are too , 
But, and I know it may seem 
hard to believe, the sound on the 
Spectrum version is better! 
Cfynamite Dan is as similar to 
play as any other platform 
game, although there ire some 
nice aspects, even original ones, 
that are very effective, The 
trampolines and underground 
river are fust two of many such 
Ideas. The price Is reasonable 
but all in all this is really just 
another platform game with a 
few nice touches. But then If you 
like that sort of thing , , , 
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TURBO 

Top and bottom fire buttons. 
it Extremely responsive and positive 
★ Buift to last. 
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★ Rated by BIG K' as The cheapest 
one can get really enthusiastic about*. 
it Positive micro switched action. 

★ Fully self-centering. 


stick 


★ Top U.K, micro switched joystick, 

★ Very responsive. 

it Highly rated by ‘Crash'. 
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*71771 


LTD. 


Pinfold Lane. Bridlington, 

North Humberside ¥016 5XR, England. 

Telephone: 026? 601006. 602541 Telex: 527301 EWAX G 
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Ask you local computer store for 
details on full range or phone us direct 


FORGET THE REST - 
GET THE BEST 

USE EUROMAX JOYSTICKS 


SUITABLE FOR ALL POPULAR MICROS 
THE U.K/S LEADING QUALITY BRAND , 



Please send me further details of the Euromax Joystick 
range l 


NAME 


quH.a.««l^aBll-8^++l-iHbfai!i i ■ 
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UNDERWURLDE 


Firebird, £9.95 c<tss, joystick or keys 


AGWE. 
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arrive at a ledge at the top of a 
shaft then just walk off it. Sabre- 
man automatically does a huge 
jump and hooks a rope to the 
ceiling. You can then lower him 
down and drop off at the 
bottom. Going up {if there is a 
rope present) is done in similar 
fashion — jump onto the rope, 
press the 'up' key and he goes 
up. When you reach the top of 
the shaft use the (eft and right 
keys to swing yourself back- 
wards and forwards, jumping 
off the rope when you've built 


surprise element — you are 
given no indication of what lies 
ahead. 

Sabreman is a pretty tough 


character — he can take quite a 
tumble* but if he falls further 
than a screen and a half he dies. 
The game may sound easy 
because of this but Underwurlde 
has been cleverly constructed so 
that lives are swiftly lost. There 
are much needed extra lives 
which can be found, butthey are 
pretty few and far between. 

You start the game in the 
castle section, but the only way 
to make progress is to go down 
into the depths of the caverns. 
The castle has been constructed 
SO that most of the screens run 
together to form vertical shafts, 
with a few horizontal passages 
connecting them. 

Travelling up and down these 
shafts is by no means easy. 
Orn aments such as clocks, birds 
and flower baskets are littered 
around the screen and it is by 
jumping from one to the other 
that you can make your way 
from screen to screen. 

The caverns, on the other 
hand, are completely different. 
Again, the layout comprises 
deep shafts with a few horizon- 
tal connections, but getting from 
one screen to another needs a 
totally different approach. If you 


U nderwurlde is the second 
in the series of the Sabre- 
man adventures and is a 
follow on from Sabre Wulf . 

For reasons best known to 
himself Sabreman has got hinv 
self trapped in the Underwurlde 
and is now desperately trying to 
escape Three Guardians block 
three exits and to solve the 
game they must be removed by 
finding and collecting three 
weapons, a bow, a dagger and a 
torch, that have been aban- 
doned in the darkest corners of 
the Underwurlde. Each kills a 
particular Guardian and that 
Guardian only — no clues are 
given, so it's up to you to work 
out which weapon kills which 
Guardian, 

The game is presented in the 
same lash ion as a platform 
game but unlike most platform 

B arnes, Underwurlde is really 
uge (plenty to keep the carto- 
graphers going). The playing 
area is split into two distinct 
sections — the castle and the 
caverns, although the two 
merge into one another. The 
game 'flicks' as you move from 
screen to screen rather than 
scrolling, which adds to the 


There am an incre- 
asing number of 
i really good arcade 
FT ** ft adventures appe 
V aring on the 64 and 

^ don't think Under- 
wurltie is one of 
them, ft's over a 
year old now and in 
my opinion it shows. When the 
game first appeared on the 
Spectrum t was in something of 
a minority as (didn't think it was 
anything special The same will 
probably ho/d true now/ The 
graphics and sound on this con- 
version am nearly identical to 
the original (probably some- 
thing to do with the licencing 
deal with Ultimate}. While this 
wouldn't have been a bad thing 
Several months ago, it now 
makes the game took somewhat 
dated. The sound is atrocious 
with a terribly out of tune piece 
of title screen music and weak 
spot effects. As arcade adven- 
tures go this isn't bad but then 
it's by no means brilliant 


t Being a great fan of 
the Seclrum ver- 
sion l eagerly 
awaited (he CBM 
one . Though not 
exactly disap- 
pointed with the 
end result / hadn't 
expected the actual 
game to seem so crude com- 
pared to other 64 releases. The 
graphics are okay, practically 
identical to those on the Spec- 
trum, although though the main 
sprite does flicker now and 
again which is something t 
woutdn*t have expected on the 
64 Not a bad game, but not 
ready worth the money asked 
for H 
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two parts,, so's not to spoil ail the 
fun). Turn to the tips section — 
all You've got to do is fill in the 
locations of the weapons. Aren't 
we kind ! 


value For Money 
59% 


Lh/er priced for +n 
aardvark 


jeinn 


a countdown, 

Underwudde is huge (over 
500 rooms! and requires a lot of 
mapping so to save you the 
bother your good o\' chums at 
ZZAP! have done one fdr vOu (in 


Overall 69% 

More playable fbfrn 
U inmate' a last two releases 
bui rt could, .^nd should 
have hrnn belief 


kill, but knock him around — a 
big hazard Ff the he's standing 
on & ledge halfway up a shaft 
and gats knocked off (whee splat 
gently syndrome). Luckily 
you're not defenceless, and a 
couple of well aimed shots from 
the weapon you carry destroys 
them. Later on in the game the 
eagles emerge. These are the 
biggest pest of all because they 
lift you off the ground, where 
you hang, helpless, in their 
talons until they drop you (usu- 
ally down a very deep shaft)! 

Ttie jewels tittered around the 
caverns may be picked up. They 
turn Sab reman blue and make 
him invincible for the duration of 


up a large enough swing to land 
you safely on a ledge. 

If you find yourself at the 
bottom of a shaft without a rope, 
then you have to make use of 
□aseous bubbles that emerge 
from craters on the floor. If you 
stand on a crater 'long enough 
then a bubble rises and you ride 
it to the top of the shaft. Simply 
jump off onto the ledge at the 
top when you get there. If you 
don't then you get earned to the 
ceiling, the bubble bursts and 
you fall all the way down again. 

Harpies and Gargoyles live in 
the Underwurlde, travelling 
around creating havoc for Satn 
reman. Unusually, they don't 


hi oo liability 80% 

Get (mg into it is tricky 

Instability 73% 

. hul getting out F?vnn 
trickier and can be 
fuistraiinn 


Presentation 82% 

Nicely presen led 
Instructions and 
reason a b I e op 1 1 □ n s 

Graphics 67% 

Colourful, crisp but poorly 
animated 

Sound 28% 

Weak effects and .i really 
naff title screen tune 
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PATTERN 


Firebird, £3.95 ca ss, joystick only 


JfCOFlt 

ooaX 


Presentation 79% 

Attractively designed and 
adequately documented 


Graphics 71% 

Colourful but sometimes mm 
scenery flnd sprites 




Sound 68% 

Effective of oi i c? n i a i style 

music. 


Hook ability 60% 

Initial exploration urge 

La st ability 56% 

Sonin oriqii’ifd gameplay 
elements but not enough so hold 
interest tnr any great length of 
lime. 




Value For Money 65% 

Cheaper than your average 
arcade arivenlure but in tins 
i:ase you pay f^ f what you get 


Overall 60% 

Non he best of this type of garni? 
syllable bui sufficiEntly chpnn 
to rn&nt a look 


firebird haven't 
produced anything 
of merit at budget 
prices on the $4 as 
vet but Willow 


then a rather hefty sword comes 
flying his way. If he doesn't 
move a bit sharpish ihough, the 
life counter takes a turn lor the 
worse. There are a few handy 
swords to be found about the 
maze and if one is collected it 
can be used to dispose of any I 
vile Samurai. 

in some choice spots around 
the garden are bridges that span 
one of the rivers. For some rea- 
son Chang must not cross the 
bridges, so he is forced to use 
the stepping stones beneath 
them. On top of each bridge 
three giants hang their arms 
over the side. This makes cros- 
sing the river awkward, so 
Chang has to jump between the 
stepping stones in time to avoid 
the dangling limbs. To complete 
the adventure it is necessary for 
Chang to gain a key to free the 

E rincess. The pair then have to 
otfoot it back to a waiting boat 
with the princess' angry father 
hot in pursuit 

Chang is accompanied thr- 
oughout his quest by a typically 
oriental musical score that 
speeds up when in possession 
of a sword. 


f Willow Pattern's 

most attractive fea- 
ture is its graphics. 
They're very pretty 
end incredtbty tike 
Tom Minton's wii- 
iow pattern design 
the was the one 
who designed the 
origins! plates in 1785 so my 
Mum, who has a massive know- 
ledge of antiques, informed me). 


The game takes place among 
the graceful gardens of the 
Mandarin, Li Chi. To rescue and 
elope with the princess, Chang 
must complete the many tasks 
set before him by collecting and 
using certain objects. The gar- 
dens themselves are laid out in 
the style of a maze, bordered by 
various flora and fauna, Chang 
is moved around the different 
screens with the aid of a joystick. 
Fire unleashes any weapons in 
his possession. 

Positioned in places of maxi- 
mum inconvenience are the Ka- 
tana wielding Samurai who are 
set on barring the way of any 
trespasser. If Chang gets within 


The game has some nice prob- 
lems, hut tacks decent sound, 
variety and that something exfm 
to make it a bit special, it also 
suffers from looking and playing 
tike Sabre Wutf, Perhaps it 
would have been better priced at 
£2.50, as the £3.95 asking price 
seems a little too high. Never- 
theless, it's fun to play and 
reasonably cheap. 


firebird have really 


ity of their product 
™ with the launch of 

i the Super Silver 

^^range. Willow Pei- 
V • is of a cornpe- 

tent standard and 

easily matches 
some of its full priced rivals. The 
graphics ere generally very 
good but the sprites leave a bit 
to be desir&d, The music works 
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LAST V8 


MAD, £2*99 ca ss M joystick only 


Presentation 58% 

Mice demo but no game options 
and annoying delays. 


Graphics 87% 

Excellent static display an rt very 
good, if fticfcery, scrolling 
window 


Sound 91% 

Another reckin' Roh Hu tabard 
classic. 


Hookability 42% 

Imliril frustration appeal 


EHU1P 

I I Jh 


La stability 29% 

. . that is soon quelled tay iota! 
unplayabilrty 


Value For Money 45^ 

Cheap, taut there are cheaper 
end better games. 


Overall 37% 

Disappointing release frnm 
Mastedronic. 


If you manage to get to the 
base within the 


t Despite 

graphics and pre- 
mising scenario. 
The Last VS fgljs 
down because of 
it's sheer unp Liva- 
bility. Thecontrol is 
almost impossible 
to handle. The only 
problem is the way the joystick 
ss used to move the can It Just 
doesn't work. When it comes 
down to it the only reason I 
played The Last VS for the time t 
did was so I could see the gre* 
phics on the rest of the gam«, 
The music is very good* yet 
another Rob Hubbard classic. 
What realty got on my nerves 
was the speech synthesis before 
the start of each game. Man, St 
really grated, too much of this 
end you'll be reaching for some 
downers. Though beautifully 
presented The Last V8 didn't five 
up to the graphics its been 
blessed with. Not a fat of cop I'm 
afraid. 


imit then 
you are transported to a second, 
trickier landscape and the return 
to the base again starts over 
again. 


immediately a nd you have to get 
back to the base before the timer 
reaches zero. WWW doesn't 
seem to have been as devasta- 
ting as we were led to believe 
since there ere still roads the V8 
has to religiously follow., If the 
car goes off the road then it 
explodes and the game has to be 
restarted. 


/ honestly expected 
wjflSjx something special 
from the MAD 
W tKW range as Master - 
v .tE ironic have been 
coming up with 
A some realty good 

product of fate. 
Unfortunately the 
game boasts nothing more than 
attractive graphics and brilliant 
music. The control of the car is 
ridiculous, making the game 
virtually unplayable, f round 
myself becoming increasingly 
frustrated with every game as I 
died for the umpteenth time. 
The delay before play is also 
annoying — some garbled 
speech informs you tp * return W 
base, immediately 1 , and it soon 
loses its 'gimmicky' property, 
tt s unfortunate that the actual 
game is SO poor as both grap- 
hics and sound are of a very high 
quality, A lesson to be foamed, 
perhaps Mastertronk? 


I pretty enthralling situa 
tion. The year is 2G08 r 
seven years after World War III 
and the nuclear winter Is has just 
about passed. Civilization was 
destroyed by the devastating 


war, but you were working deep 
underground when it happened 
and therefore survived. During 
the time you've spent in the 
shelter you worked on a project; 
The Last V8 which fs based upon 
a car you owned. 

Over the years it has been 
built up and customized to with- 
stand the hostile environment 
which was once the world. 
Complete with rediet ion shield- 
ing, turbo engine and computer 
linked to its station it's ready to 
take you out in your search for 
the remnants of mankind. 
However, on your first foray a 
siren sounds warning you of an 
imminent strike from delayed 


action warheads which detonate 
periodically, You only have a 
tiny amount of time to get back 
to the base, and it's up to you to 
stee r the la st VB back to the base. 

The screen is divided into two 
parts — the car's instrument 
panel and a scrolling aerial view 
of the track. The instrument 
panel has no real significance to 
the game, it just tells you the 
speed you're going. The upper 
half of the screen is the most 
important, since it is using this 
that you play the game. 

The Last V8 has the same type 
of control as Paradroid — if you 
point (he joystick in a direction 
then the car goes that way. If you 
want the car to slow down then 
you have to push the joystick in 
the opposite direction. 

The game starts with spoken 
message V8 return to base — 


S When ! first heard 
the outstanding 
musk and saw the 
excellent graphics I 
thought this was 
going to be some- 
thing really special. 
After trying to play 
ft / decided it 
wasn't. The Last VS is totally 
unplayable due to its immense 
difficulty. Trying to control the 
car is difficult. But being forced 
to drive it at huge speeds to get 
beck to the base safety because 
of the time limit was / ust too 
much — it would be tricky 
enough without the time limit. 
It's a shame MAD couldn't have 
made the game more playable, 
especially since it does have 
amazing graphics and backing 
track, but as it stands it's a piece 
of very below average software. 
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THUNDERBIRDS 


Firebird, E3.95 cass, joystick or keys 


Presentation 86% 

Wei* constructed game with 
sonic: good option s' and 'nice 
Touches. 


Graphics 47% 

Nothing spectacular but 
sufficient. 


Sound 40% 

Annoying rendition 0* I he 
Thuntinrhirds theme music and 
dull FX 


Relatively simple to get into 
game. 


testability 78% 

Lots of devious screens and 
pozzies En solve. 


Value For Money 82% 

A se ns i b I y pri ced pr on u ct 


Overall 77% 

A very good 3f cade puzzle game 
that may not appeal to fans of 
the TV series. 


f When I saw Ttiun- 
derbirds an the 
cassette box f 
didn 't expect a 
game like this — a 
series of logic pro- 
blems rather than 
some tense action 
game based aro 
und the antics of my childhood 
heroes As software goes It's 
alright* but there's not enough 
action to keep me enthralled for 
long. The puzzles are sufficiently 
good to keep the old grey matter 
ticking over for a while though 
Perhaps the graphics end sound 
could have been a better, but for 
its price Thunderbirds isn T t a bad 
little game at all 


a I was somewhat 
disappointed with 
Thunderbirds at 
first as the tfSme 
has very tittle to do 
with the television 
series of the same 
name (unless I've 
been watching 
something different}, Neverthe- 
less it turns out that this is in fact 
a very nice logic cum puzzle 
salving exercise. Neither grap- 
hics nor sound are particularly 
outstanding^ but ft doesn't 
matter as Th underbids is an 
enjoyable game in its own right 


A team of Egyptologists 
have accidently been 
trapped within the deep 
recesses of a newly discovered 
ancient maze-tomb- Their oxy- 
gen is rapidly running out and 
they manage to send out a plea 
for help on their radio trans- 
mitter in the hope t hat someone, 
somewhere will here their cry 
for help. Well someone does. 
Their call is received by Thund- 
erbird h* orbiting high in the 
stratosphere and it is John 
Tracy, member of International 
Rescue who hears the Egyptol- 
ogists' message. The Informa 


passed and Insects to be by- 
passed to mention just a couple 
of hazards held in store but 
there's also some treasure to be 
collected If you're in the mood. 
All the time you're in flight, fuef 
is being used, and while there 
are supplies to be found in the 


loaded into Thunderbird 2, 

After loading up, the action 
flips to the launch screen. In a 
blaze of pixels Thunderbird 1 
takes off, followed by Thunder- 
bird 2 — unless it's overloaded 
In which case the overweight 
message is flashed up and some 
of the equipment chosen has to 
be replaced. 

The Egyptian tomb is split into 
many rooms, each bordered and 
split into a maze with character 
wide squares. Both Thunder- 
birds 1 and Thunderbird 2 are in 
the tomb, though you can only 
control one at a time The ships 
move in the four basic joystick 
directions with the control being 
switched between the two via 
the fire button. 

The idea of the game is to pass 
through the mazes to reach and 
rescue the scientists. The trou- 
ble is, some of the passages are 
blocked with coloured slabs of 
stone and others are not wide 
enough to allow Thunderbird 2 


tion is soon relayed to Interna- 
tional Rescue's base and Thun- 
derbsrds 1 and 2 ere go. 

It's some 


time indeed {Lloyd 
remembers it well) since Gerry 
Anderson's Thunder birds series 
first hit TV screens and became a 
cu It. The cult effect ha s su rv i ved , 
though, and surely everyone 
today has heard about Thunder- 
birds? 

After sitting through a multi- 
channel rendition of the Thuo- 
derbirds theme, the game starts 
on a menu screen, where you 
choose the equipment you wish 
Thunderbird 2 to carry. Thun- 
derbird 2 can move a forty ton 
payload, and you must equip 
accordingly from the variety of 
useful available, including 
Thunderbird 4, The Mole, weed- 
killer, earthquake bombs and 
scanning equipment as well as 
extra fuel. For each ton of equ- 
ipment you take you forfeit a 
hundred of the two thousand 

B Dints with which you start. 

loving a pointer labelled select 
against the name of an item and 
pressing fire causes it to be 


the ships are on adjacent 
screens: you have to be two 
screens away or on the same 
sheet as the other Thunderbird 
to change control. 

Throughout the game when 
you come onto a sheet where a 
piece of the equipment you've 
chosen to bring can be used the 
relevant machines comes auto- 
matically into action. 

Other little problems confront 
you later in the game — it's not 
all block moving and passage 
clearing — there's water to be 


tomb, it's quite easy to run out* 
It's quite possible to get stuck on 
a screen as well, with the way 
forward blocked — so you can 
save a game position out and 
reload later if you think you're 
about to make a fatal mistake. 


to pass. Blocks can be moved by 
nudging then with the craft. 
While red blocks can be shifted 
by either ship, Blue blocks can 
only be moved by Thunderbird 1 
while green ones only respond 
to Thunderbird 2. At times the 
two ships have to co-operate 
closely to clear a path. A limiting 
factor introduced to make the 
game a hit more difficult is the 
inability to swap control when 


ifOdOOTo soy t*m a 
Thunderbird's fan 
would be an ext* 
reme understate- 
\ flf/ mmt I means 

what you'd expect 
J? year old re- 
viewer to watch , 
™ isn't it? The possi 
billties fora game based around 
the famous Gerry Anderson 
television series are immense. 
But what do firebird do? They 
let s potential blockbuster slip 
by and turn out something less 
promising but very good alt the 
same, ft just doesn't have the 
Thunderbird's ethos r Disappo- 
intments e side, Th underbirds is 
good for a super stiver game and 
ts definitely one of Firebird's 
better releases. The logic prod 
ferns require a fair bit or though! 
.f nd the challenge is constant. I 
also like the method of control 
switching. This is essentially a 
good game lumbered with a tide 
that doesn't match. I only hope 
that firebird realise the enor- 
mous possibilities missed and 
decide fo release some form of 
superior follow up. 
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Willi hui id reds of software packages available 
never has a more useable j i iad line l>een 
launched. 

lliree modes mean you can use software for 
tlie Commodore 64, s< >jt ware for tl e CP/M 
system and new software specially written. 

Here are just th i ee new examples of what is 
available. 

Visit you t local dealer for you r 128 sol t ware or call the 
Commodore Information Centre on Cf>rhy r {0536) 20S252 

for more information. 


I !Tir!5. EDUCATION. 
!■' .GUACE5. WORD 


Datada^es, Voice Synthesis, Payroll, I 

P ROCES5 IMG. GAM K - SPR l : A D 1 r L. r.TS, 








From the beginning of October 


Spectrum 48K £7.95 


Also available; 


Amstrad 


Gremlin Graphics, Alpha House, 10 Carver Street. 
Sheffield SI 4FS. Teh (0742) 753423, 










r A\/Ar MA Super fit and desperate for 

A Ar r*j freedom, Monty makes his daring 

P3 escape from Scudmore Prison. 
ff |5| Hounded by the bastions of law 

^ 1^1 and order, our frightened hero 

finds refuge with the criminal 

LJ underworld who offer him his 

chance to breathe fresh air and 
bask in the sunlight once again. 
Moving from safe 
house to hideout 

to underground lair, Monty must |^Hbhh| 

select the correct five elements of I 

his freedom kit from the many he's I 

offered and not miss out on the 1 t 

hidden gold coins that will make 

him a mole of leisure. I 

At last he’s free but can he make I ^HMM| 
the cross-channel ferry on time? | 


iVr i i fi » i 







■ 


J 



I 1 

/ > 1 — 1 





ft 



■ 

m M 












Firebird, £3.95 cass, joystick 


I n the wake of Ultimate's 
popular Knight Lore and 
A/mn 8 f Firebird have 
launched the flagship of the 
Super Silver fleet Chimera. You, 
being a highly qualified astro- 
naut and government agent, 
have been sent into space to 
explore a UFO recently delected 
from Earth, You soon find that 
this is hardly what anyone could 
have expected as it bears the 
most remarkable resemblance 
to a ghost ship. 

There is no apparent reason- 
ing behind this alien identity 
crisis and so you continue to 
investigate, undeterred. You 
find yourself in a forced pers- 
pective spaceship not unlike the 
one past Ultimate efforts. Even 
movement is robotic. 

The plot is straightforward 
from here on in. You have to go 
about the ship using a mixture of 
stealth and lateral thinking to 
enable the cracking of some 
problems. The aim is to set up a 
number of missiles and arm 
them, in order to destroy the 
satellite (or whatever it really is). 
Supplies of food and water have 
to be renewed frequently, other- 
wise you may meet your mete^ 
i p ho neat maker much sooner 
than you would like. 

At the bottom of the screen 
there are displays to show how 
much food and water you cur- 
rently have, what object you are 
carrying and heartbeat readout. 


Water depletes more rapidly 
when you re near to a radiator 
{of which there are severe II), 
There are no wandering bad- 
dies to shorten your life but 
there are things like electric 


fences which suffice for the pur- 
pose of ending the game. Many 
of the items required to finish 
the game (and others) are hid- 
den from your view to the screen 
layout, so it's best to have a 
good wander around. Once the 
missiles am all armed and 
ready, you have to get back to a 
particular room near to the star- 
ting location, so you can make 
your escape. 
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Chimera is an inter- 
esting game with B 
fair Jew problems 
to solve. The grap- 
hics are weft imple- 
mented end attrac- 
tive on screen. One 
of the best features 
of the game is the 
sampled scream sound which 
will really scare you* first time 
around, the problems dree time 
sidy and the pint is a vain att 
empt to disguise a highly deri- 
vative product. Considering the 
price, however. Chimera is rea- 
sonable value for money. More 
games of this quality end this 
price would not go amiss. 




This is only the 
second Kn ig hi Lora 
/Alien 8 look-alikes 
to appear on “ the 
Commodore, Cylu, 
one of Firebird's 
earlier releases, 
being the first. 

Chimera is definite 
fy graphically and conically 
superior to Cylu (the 3D effect is 
excellent as are the pieces of 
music and sound effects! hut the 
g&mepfay is unfortunately just 
as weak. Having said that t must 
profess to deriving several enjo- 
yable and absorbing hours of 
playing and mapping (helpful 
but not essential}, for the paltry 
sum of £395, Chimera is cer- 
tainly worthy of consideration. 




Though not entire* 
ly original when 
compared to Spec- 
trum releases such 
as Knight Lore or 
Alien 8. Chimera is 
one of the first 
games of this type 
to appear on the 
C64 r and very impressive it is 
indeed. The graphics are excep- 
tional — the main sprite is quite 
impressive moving smoothly 
and convincingly In front of and 
behind the scenery. The game 
itself isn't bad, though some of 
the solutions are a hit obscure. 
After & while you fall into the 
author's thought processes and 
things get easier., Not a bad 
release and definitely worth the 
budget price asked. 


Presentation 80% 

Adequate instructions nnd neat 
in appearance 




Superb 30 nffect ann good 
definition and animation on 
main character, 

Sound 91 % 

Two urea i tunes with some very 
gooo speech and FX. 

Hookabilfty 75% 

Initially absorbing to play and 
map - . 

Ustability 61% 

hut il does gel rather 
mpnsplo nous with four very 
similar 3 ifAs to complete 

Value For Money 80% 

An above average game ml a 
well below average price 

Overfill 70% 

Quito simply a good arcade 
adventure. < 
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WARNING: THIS PACKAGE CONTAINS MATERIAL VVI 1 ICJ1 MAY DISTURB 

PEOPLE OF A NERVOUS DISPOSITION! 


To: The Knife Sharpener 
Domark Ltd.. 204 Wbrple Road 
London SW20 8PN Telex: 894475 G 


Please send me — copies of ‘Friday the 13th - The Computer Game" at £8 95 
(includes postage and packing), 

I enclose a cheque/P.O. tor f- 


DARE YOU ORDER NOW! 


CALL 01-947 5624 




NAME; iulock i rntfis; 


My computer is: 


ADDRESS 


COUNTY POSTCODE 


You may order by Access □ VisaD American Express □ Transcash □ 
by post or telephone (01-947 5624), (Our Ac. No. 544 5450) 

Please debit my CREDIT CARD O Signature 

Account No: ] j 

Credit Card Expiry Date: 





You're an Olympic athlete compeling In eighl key 
events at the SUMMER GAMES. How well can you 


l_l I I HU kfl. L I ru 1 " - 

score in track swimming, diving shooting 
gymnastics and more 7 So realistic, there s even an 
opening ceremony and awards presentation after 

each event 

Unlike oilier •GlymuitMike games SUMMER 
GAMES has In credible realism . supers stete-uf- 
Itre-art graphics and sound eitects including national 
anihems froiTt eighteen carmines and line action- 


SUMMER 

GAMES 


strategy game play in each event you must plan and 
execute youi game strategy in order to maximise 
your score It's not pisl a matter of how last yon can 
move the joystick 

So chan ria into ynut running shoes orabyoui 
joystick and GO FOR THE GOLD 1 

• Opening Ceremony and Awards Ceremony, 

• 8 Different Sports Events, 

• Action and strategy elements in each event 

• Compete against an opponent on the 
computer, 

• individual and Team play. 

* Joystick Controlled. 

• One or more players. 


" — Available tor: 

Commodore 64 Cassette 
Commodore 64 Disk 
Atari Disk 


£9.95 
£14 95 
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Compete with up id seven othei contestants in your 
favourite individual event, tn go for it ail in the 
grand competition Some events, like cycling, 
rowing and (enemy even challenge you with realistic 
head to head competition! 

You have a choice of eighteen countries to represent 
and you will need the correct strategy and mental 
toughness not just speed and agility to excel in 
each at the eight events That's why we included 
a lEatur e that lets you practice each event until 


SUMMER 
GAMES II 


you re ready lor the real competition 
Remember it's not too early to get ready lor 1988. 
With the right diet and training you might [usi make 
it hut «n the meantime grab your joystick and try 
eight new ways to go for Gold 1 
• Includes Cycling, Fencing, Kayaking, Triple 
Jump. Rowing, High Jump. Javelin & 
Equestrian Events. 

• Opening, Closing & Awards Ceremonies 

with Wat ion at Anthems. 

• Individual & Head to Head Competition. 

• One to Eight Players. 


Av ailable t or: 

Commodore 64 Cass ette 

Commodore 64 Disk 


_£9-95 

£14.95 
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BREAKDANCE is more \m a game it s !tmi gar mtrg 


: 

reakens as they at 

tern 

3 

83 

1 ‘ 


lUli. n UicH'ik ww fun .jam 

famous "Hot Feel in a nunlest to see who real 
has the most |uice in town A thud challenge Voi 
you to figure out the right sequence of Steps It an u 
perform a hack spin or suicide without getting is g( 
whacked'' Or you miuhi want to start with The fit 
form section where you choreograph your mow ; r ti 


BREAKDA1CE 


and watch the computer act them out in slow mu 
or at normal speed 

It's up to you. play it alone oi against a friend en 
way B reak i n’ is now made e a sy with 
BREAKDAWCE 1 

• Over ICO different steps in all. 

• Complete with breaking music. 

• Includes: Moon Watk, Turtle Up ftoekin 

• Head Spin. Suicide. Sack Spin and mot 



~ Avail abl e far: 
C ommo dore 64 Ca ss ette 
Commodore 64 Disk 
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Hack and in me pits 

i spill screen display allows two players Eo race 
;M each oilier, lighiin-y lot the lead on the track 

and struggling tu he lust out cl the pits. 

■ ii; li need a race strategy good enough to heat 

ii opponent Bui remember, his strategy might be 
gin as yours. Then it comes down to a Lest of 

neives, a test of pis. 

it pi teeth ana hope that yon tyres and lire! hold 


PITSTOP II 


iittor an olte lap because if you pit now it may 
cost you Hie race! 

• Head to Head Motor Racing 

* 6 Different Circuits. 

• On Screen Map. 

• Full Pit Facilities. 




tour mission is to foil a horrible plat, from an 
underground laboratory. Elvrn. the scientist rs 
holding the wor Id hostage under the threat of nuclear 
annihilation. You must penetrate his stronghold, 
avoid his tinman seeking i phots and find the pieces 
of the security cede. 

Somersault over the robots or use a precious snooze 
code to deactivate them long enough to search 
each rpnm. Use the Agency's computei tu 
unscramble the passwords from the code pieces on 


I 


IMPOSSIBLE 

MISSION 


try to solve them yourself, ton ve got to reach \ Ivin's 
control centre but you'd hotter beware 
This mission is stamped IMPOSSIBLE 1 

• Over 30 Rooms. 


Available lor: 


Commodore 64 Cassette 


Commodore 64 Pish 


48K Cassette 
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You vo captured the tiold in Sum me r Games and 
Summer Games ll‘ - now it $ on to tire Winter 
Games! And what an incredible setting - a 
completely roalrslic winter wontfer I and featuring si* 
action packed events ton can compels against 
your friends oi the computei 
First choose the country you want to represent. Then 
It's practice training and learn i ng a w in rung sti a te y y 
for each event Now the Opening Ceremony and the 
coiTipetitinn begins Will you he the one who takes 


I 
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the guld at the Awards Ceremony? 

The quest tor the gold continues .And it s all here 
the strategy, the challenge the cumperaion, the 
art an if pageantry of Winter Games' 

• Sin Winter Events: Bobsled Shi Jump. 
Figure Skating, Free Style Skating, Hot Dog 

Aerials and the Biathlon 
• Opening, Closing and Awards Ceremonies 
complete with National Anthems 

• Compete Against the Computer or Your 

Friends and Family 


Available for 


Commidore 64 Cassette 


Commodore 64 Disk 
Spectrum 48K Cassette 


Coming soon: 

Amsirart Cassette 


Amstrad Disk 



£995 
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Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond, TWIO STF, 

Trade enquiries call 01-940 6064 

Available from selected branches of ^ WHSMITH.^KOT IWOI-WIW.IASMS. Aumbelow. 

Spectrum Shops, and all good software dealers 





OUCH' 


METABOLIS 


Gremlin Graphics, £7,95 cass, joystick or keys 


et abatis is a maze 
game cum arcade 
adventure presented 
in the familiar flip screen Sabre 
Wulf style. The story is based 
around the exploits of a rather 
fierce, but very brave and cuddly 
little Canary, Naturally it r $ you 
who has control over his little 
adventures. 

The story has it that the in- 
vading Kremins have transfor- 
med the human race into a var- 
iety of strange little creatures. 
You* being a part of the human 
race have also been turned into 
a little creature — the main 
character of this game, a Canary, 

a Metabolis is not 
one of the most 
impressive arcade 
adventures to be 
V * convened from the 
IFi ,ijk Spectrum, Graphi- 
cmfy it is rather 
poor and the sonnet 
isn't much better. 
Thaw ere quite a few amusing 
touches., such as the bird getting 
squashed by the ten ton weight 
Despite such pleasantries, f 
found r he game a mite tedious 
to piay and if soon became bon 
mg. Unfortunate, as the Comm' 
Quote's fee fifties could have 
teen put to better use. 

You've still got the brain of a 
human though, and naturally 

K ou'r e a mite peeved at what has 
appened to you. After all, who 
wants to spend the rest of their 
lives doing nothing, flying 
around and eating worms and 
birdseed? 

After thinking for a while, you 
decide to make it your duty to 
destroy the evil beings which 
have done this foul deed, This 
isn't an easy task as you can 
imagine, and there are quite a 
fswlittle jobs you have to com- 
plete before you can really blow 
the Kremins to kingdom come. 

First of all you must recover a 
serum that will restore you to 

S our natural self. Once this has 
een done you must then find 
the wizard who wilt cure your 
heart which was weakened by 


the transformation from human 
to Canary It is then (and only 
then} that you can destroy the 
Kremins. 

The way to destroy these des- 
picable beings is by causing a 
massive nuclear explosion, and 
the only way to causa an exp- 
losion is by finding a nuclear fuel 
pods. Once you've found them 
then you can take them to the 
reactor room where a reaction 
will take place. MB when you do 
just that be prepared to get as far 
away from the reactor room as 
possible lest you get caught up 
in the explosion 

The playing area consists of 
about 150 rooms which form a 
highly complex Sabre Wulf style 
maze. Plenty of creatures inhabit 
this strange world, and as you 
fly around you encounter just 
about all of them. Most are 
harmless, but some, like the 
starfish kill on contact. Occasi- 
onally you meet 3 Kre min, which 
is big trouble. These sap your 
energy so it's best to stay out of 
reach of them otherwise you 
find your game ending pretty 
Swiftly, 

Littered around the maze are 
many traps which you have to 
keep a watch for. Many are fatal, 
although some of them Bike the 
one ton weight which flattens 
you for a wh if e, making progress 
impossible for a minute or so, 
are harmless fish). 

Another big problem is your 
heart. You see, all this flying 
around becomes a strain on 
your poor old ticker and you die 

This is a competent 
aardvark which 
obviously owes its 
existence to Sabre 
Wulf. ft is presen- 
in the same 
way and plays very 
similarly to it, 
making it slightly 
boring since the Sabre Wulf 
theme is an old and oft used on e. 

If you like these sort o f aardvarks 
then this will appeal strongly, 
but if you like your action a littfe 
faster then it might be wise to 
steer cte&Tr 
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unless you can keep yourself 
topped up with the angina pills 
you can find scattered through- 
out the maze. If the strain gets 
too much and you can find no 
angina pills then you can always 
sit down and rest which slows 
your heart rate slightly. 

As you progress through the 
game, life energy is constantly 
sapped by the evil invaders. This 
is shown on-screen as a picture 
o l a little bird which gradually 

Despite the enthus- 
iasm for this game 
shown by other 
\ V’ 1 ' 4 members of staK f 
\# f was not that imp- 
ressed with Meta- 
HMWbolis, if you take 
&wsy the scenario, 
graphics and cm 
setto in/ay waffle .ir it that is left is 
a very basic Aardvark, 7 here are 
a tew streaks of originality 
running through the game — the 
heart monitor is a good idea 
though f*m not So Sure about f he 
poems reeled off when you cop 
itf Graphically the game is poor ; 
the main sprite which ss sup 
posed to be a mixture between 
man and bird iooks just tike an 
average budgie The scenery is 
none too impressive either. 
Even though the scope of the 
game is quite large l found that 
interest soon flagged end any 
sort of prolonged play just 
meant for a dull time. 


turns into a skeleton as you lose 
energy. To replenish it you must 
find food and eat ft, otherwise 
it s a Matthew's ding film bag 
for you. If you think this is all a 
little too much then don't des- 

R arr it r s not alf bad news, you do 
ave a weapon, a boomerang, if 
you can find it 


Presentation 57% 

Nice scrolling massage hut lit be 
dse. 

Graphics 41% 

Sinafl, badly an i mated 
characters and unmiagimtivo 
backgrounds, 

Sound 62% 

Odd If tile dill y on E be- !■ 1 1 1 > sl: r i '<?n 
and appropriate spot F* 

Hookabjfify 60% 

Some initial expiration 
addiction. 

Instability 47% 

Loi s to keep you going Should 
you persevere. 

Value For Money 56% 

Cheep Cl for 3 Commodore 
game. 

Overall 50% 

An average arcade advent urn 
that is just a hit too dull to play. 


This man is harmless 
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FIGHTING WARRIOR 


Melbourne House 


joystick or keys 
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Presentation 60% 

Poor appears nen i \ ncl .1 couple of 
options 


Graphics 66% 

Large, coarse, reasonably 
3 ni mated sprites and very poor 
use of colour. 


Sound 57% 

Authentic but irritating tunes 


HookabJIlfy 53% 

An easy, but uninteresting 
game to get into, 


La stability 32% 

low lasting appeal due in very 
monotonous g a mep lay. 


Value For Money 4 1 % 

Would be better off competing 
against budget software. 


Overall *5% 

A below average game nt 
g raiu it pus violence 


S This is a real disap- 
pointment after 
way of the Explod- 
ing Fist The grap- 
hics Ore indistinct 
and the characters 
are poorly defined 
and coloured. The 
sound is very rape 
titive and the game is just as 
monotonous. As there are only 
three ways to bash your oppon- 
ent with your sword, the game 
soon begins to drag. Also, the 
fact that you have to keep fight- 
ing the same characters over an 
over again makes things even 
duffer. Overall the game seems 
rather rushed, which is unfortu- 
nate as Fight! ntf Warrior has a 
Jot of potential A duli and barafy 
average piece of software. 


■ 


type of sword as our hero and 
wields it in a similar way. Over- 
grown pussy cats and dragon- 
like beings are best approached 
with caution — especially the 
latter,, because although un- 
armed, they have a rather nasty 
line in crippling body kicks. And 
hitting back isn't that easy as the 
beast wraps Its leathery wings 
around itself in defence. The cat 
merely mauls. 

As the warrior gets nearer to 
his goal the nasties get nastier 
and many of the different attac- 
kers use slightly different tactics. 

When a beast dies and its 
bones disintegrate to mingle 
with the desert sand* a pot-fifce 
object materialises. These are 
rumoured to possess mystical 
powers and are activated by 
giving them a good whack with a 
sword — though It's not guaran- 
teed that any effect will be 
beneficial Missing the pot 
always results in a decrease of 
stamina. 

If the warrior finally reaches 
the temple he must contend 
with the Pharoah's magicians- — 
in the habit of draining intruders 
of their energy. Only when these 


G ames of mindless viol- 
ence seem to be all the 
rage among the compu 
ter software world, so Mel- 
bourne House have released an 
equally aggressive 'follow up' to 
the highly successful Way of the 
Exploding Fist in the form of 
Fighting Warrior, Unlike Fist 
though, Fighting Warrior actu- 
ally has a scenario . , . 

Set in ancient Egypt the story 
revolves around two separated 
lovers. The hero of the piece is 
the fighting warrior of the title 
and he has fallen head over 
heels in love with the princess 
Thaya. Unfortunately she has 
been kidnapped by an evil Pha- 
ros h and locked away within a 
remote temple. Understands 
bly* the fighting warrior is some- 
what miffed at the Pharoah's 


evil beings are defeated and the 
princess is free of her bonds, has 
the fighting warrior accomplis- 
hed his mission. The reward for 
failure however, is death, 


Way of the Explod- 
ing Fist had spec fa 
yjfegfr cufar graphics and 
sound but some 
r fairly weak game- 

A jt. | p/ay elements. Un- 
nL^er 1 ] fortunately Fight- 
ing Warrior only 
camps forward the 
latter attribute — both graphics 
and sound am as bland as the 
game itself. The sprites may be 
large but they am on the whole, 
etude in their definition. The 
backdrops am competent but 
the overall use of colour is just . . 

. Ugbl The main problem with 
the game is that there is such 
littfe variation and it soon 
becomes a chore to play. Fight- 
ing Warrior is something of a 
momentary lapse for Melbourne 
House but hopefully it won't 
happen again, 


scrolls slowly past as the warrior 
progresses. Both he and any 
opponents have a limited 
amount of stamina and victory 
must be achieved without ex- 
hausting himself. For each blow 
successfully landed, the victim's 
energy bar, displayed beneath, 
is depleted by a notch. Once 


these ere exhausted the p layer's 
life is lost and on losing all five 
lives the game ends. 

There are many different 
beasts to be fought and these 
vary quite a bit, although in 
genera! they are humanoid with 
weird heeds. This kind of mon- 
ster is equipped with the same 
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HERO OF 
THE GOLDEN 
TALISMAN 

Master! rank, €2.99 ca$s, joystick only 


T his is the second of two 
MAD releases reviewed 
this issue and is an arcade 
adventure written by Shaun 
Southern, author of Kik Start 
[he's a local lad you know, 
hailing from North Shropshire)! 
The game puts you in the shoes 
of 'the hero*, with the object of 
freeing a city from the curse of 
an evil Wizard For many years 
the city had been protected from 
the forces of evil by the Golden 
Talisman, Unfortunately the 
Talisman is now jn five pieces 
and scattered about a large and 
deadly labyrinth, inhabited by a 
multitude of ferocious mons- 
ters. These pieces must be 
hastily recovered and the Wiz- 
ard destroyed to release the 
people from their anguish and 
torment. 

The labyrinth is composed of 
64 rooms spread over five 


When f first saw 
Hero of the Golden 
F!r J 'w Talisman I instantly 

W ^ fi thought it was art 

Jv r^y Impossible Mis* 

sion clone since the 
■BKO' main character is 
dressed in the 
' seme clothes as 

that infamous hip, world-saving 
agent and also leaps about efh 
hticafiy, Once Fd started playing 
l realised that those ware just 
about the only similarities. The 
main character can also swim, 
climb and also fire bullets. This 
game is a strange sort of aard- 
verk, which attracts a strong 
initial interest, but soon palls 
through fack of vanety r it's 
better than most Masterfronic 
games, but f don't think it's 
really worthy of its £2,99 price 
tag t especially if you think that 
such classics as Finders Keepers 
and Kik Start cost a pound less. 



At last — they're here! 

Yes, the 1965 ZZAPI Magazine Binder i$ yours for a 

paltry sum of £4.50* inclusive. 

Each binder takes twelve issues of ZZAPI held in 
p i ace by sma 1 1 white plastic straps for eas e of access . 
There's also a year sticker for the spine. The hand 
tooled, gold bound, Moroccan leather version would 
have cost about €1 50 each, so we've settled for the 
next best thing, a rich maroon with gold-ish tooling 
on the front cover and the spine. 
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Although Hero of 
the Gulden Tails- 
man i tecfts in the 
K £p graphical sophisti- 
y 1 \ . >j capon of some 

it is still 
very good indeed 
— the many differ- 
ent puzzles are 
varied and pro vide a constant 
challenge, the graphics aren't 
that amazing but some of the 
animation is quite good, espec- 
ially when you take a running 
jump. My only minor niggle ts 
the awkwardness of getting a 
forward or backward jump — 
you have to get the joystick into 
a diagonal which isn't that easy 
on a review hardened and 
knackered Atari stick . The play- 
ing area is very large hut the 
scanner makes it look decptively 
small. Despite the slightly incr- 
eased price tag. Hero of the 
Golden Talisman is definite hit 
material and represents excel 
lent value for money. 


levels. Each room consists of 8 
screens, making a total of 512 to 
explore, and each level contains 
a piece of Talisman, along with 
various useful objects and the 
tortured souls of all previous 
visitors to the maze. Hero- 
hungry pirahna fish patrol the 
depths of water filled passages 
while fire breathing Dragons 
occasionally block the way 
ahead. Thankfully our hero can 
shoot but a Dragon requires 
many hits before it disappears 
for good. 

Amongst the objects to be 
found in the maze are lamps to 
light up dark rooms, flags to 
increase fire power, fruit for 
extra energy and keys — essen- 
tial, as they are needed to unlock 
coloured gates blocking off exits 
throughout. Heroes cart hold up 
to five objects at a time, dis- 
played in boxes at the bottom of 
the screen. The object currently 
in use is highlighted in a diff- 
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erent colour and can be changed 
by pressing the space bar. 

Beneath the fairly 
^Vr tfmid exterior at 

1 f to there ties 

ff a very enjoyable 

V a/rada atfMnft/iTe. 

ff wj V mucfr » too* 
at or listen to, but 
it's fun to play end 
th&t's whet counts. 
The contra! does seem a tittle 
unresponsive at times end occ- 
asionaffy proves frustrating. 
This is a minor niggle though, as 
f stilt foun d myself engrossed for 
some considerable time with 
each play. Despite the slightly 
higher price tag, this is one of 
Mastertronk's better releases 
and as the saying goes — it's 
wefl worth the asking price. 


Presentation 85% 

Hlilh Jitil I I lli;1 M 1 th ' I ‘.lift] hi PU i plllh 
willy fanri t^nqihy ' 1 5st;inlting 
JnosttmgQ 

Graphics 56% 

St ramie tiuf sufficient 

Sound 67% 

Competent tunes hut w* ,i^ rx 

Hookability 77% 

No | pari IC.U I a r I y tel H I nq -i np 
EhcrHorn i\isy lm q« «r into 

Laitability 75% 

Lots of S 1 JE_ a t?ny Ei I + v *pl ' I r i| » ,,||. I 
pfobiems uaiorc 

Value For Money 82% 

A Mlaslenronic rturlluy ii-^rvn- r 
WAD price but still worth if r- 
t^Tra mud 

Overall 78% 

A good arcade adventure and 
certainly the best of the two 
MAD releases 


HI GOONIES 

US Gold, €9.95 cats, £14.95 disk, joystick only 

[fj 


Y et another game-of-the- 
film hits the market with 
the release of US Gold's 
Goonies. Not much is known 
about the new Steven Spielberg 
film since it hasn't yet been rel- 
eased over here, but the game 
gives a little due to its storyline 
[that's if the game does follow 
its storyline) of a group of child- 
ren on a treasure trove adven- 
ture. 

The idea of the game is to get 
through the eight different 
screens and collect the chest of 
gold from the pirate ship on the 
final screen. Each screen has its 
own problems which have to be 
negotiated before the player can 
progress to the next one. 

Playing Goonies is a pretty 
novel experience since two 
characters have to be used in 
tandem to complete a screen, 
ft's not as complicated as it 
sounds and playing with this 
control method isn“t at all hard. 

The screens are all platform 
variants and the whole game 
plays rather like Bruce Lee — 
your character can run and jump 
everywhere. 

When you start you see your 
two characters somewhere on 


/ dm always very 
sceptical, in fact 
cynical about 
X. games based on or 

around films and 
JgSSjfc TV programmes. 

The reason being 
that most of those 
released so far? 
have been weak in gamepfny 
and seem to roly heavily on the 
title to self. I've always thought 
G host busters wars such a case, 
hut perhaps that's me being 
overly cynical . . . Goonies how- 
ever, doesn't appear to follow 
the film too closely (although i 
have yet to see it t but is a good 
game with many original feat- 
ures — despite being a platform 
derivative. Graphically it is poor 
— sprites and backdrops are 
crude in their definition and 
there is a distinct, lack of colour, 
with onfy four used! The sound 
is just as bad ■— the tunes must 
have been written by a sadist in 
the fiefdl My main gripe is that 
while the 8 screens are inventive 
and challenging in their own 
right, they do become Some- 
what repetitive to p/ay and some 
further action would have been 
welcomed and appreciated. A 
good variation on the platform 
theme. 


the screen. Toggling the joystick 
results in one of the characters 
moving. If you press the fire but- 
ton then control is switched to 
the other character. To solve a 
screen both characters have to 
complete a task, for example on 
the first screen one character 

has to start a machine then the 
other has to knock over a tub of 
water. Once that has happened 
then both characters can dodge 
round the meany which patrols 
the bottom of the screen. Using 
two characters like this is really 
fun and is a control method 
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GIVES YOU DATABASES, BULLETIN 
BOARDS, ELECTRONIC MAIL, 
PRESTEL — ALL ON YOUR *g| 

COMMODORE 64 OR 1 28 


At last? The perfect modem for your 
Commodore* 64 or 128. giving you 
access to Prestel* . Micronet ' . vie 
wk ' ffc and a host of other services — p 

user-user communications, 

S ' It couldn t be simpler. The 64 
M jltimodem has autodial and 
autoanswer, with all comms 
software on-board in ROM, G4 Muitimodem fits 
your Commodore s cartridge port, and has just 
one external connection — the telephone 
lead. 

The 64 Multimodem is menu driven and 
multispeed, with CCITT V21/23 and Bell 
103 standards, handling baud rates of — . 

300/300. 1200/75 and 75/1200. , X 

Functions include save and | 

print frame and automailbox A 

with edit and save. -JM 

Buy your 64 Multimodem now and 
we'll give you free introductory JM 

subscriptions to Micronet and « 

Microiinfc * : an unbeatable package ^ 

atan unbeatable price — it's pure 


PRQHlBI 


Irom direct fii 
,, ecl’5o lo public 
■ l#C0H’rtgatC4[l<in ACi ■ Oh 

■njy D5 L^W 1 agwitfWTyfltfe so 
i:i I nrj I'm, -i| i| ldrk^ ■ js 


Approval applied lor 


t eg ft lr.nd^ mari'fe-nf Ihe- di'^pan^es concerned 


From the Communications 
L A Powerhouse 


MIRACLE TECHNOLOGY (UK) LTD ST PETERS STREET IPSWICH IP1 1XB ENGLAND 
(0473) 216141 6 LI N ES TELECOM GOLD 79: KEY 00 1 (Dea lerijnk 72: DTB 1 0 1 35) 

946240 CWEASY G 19002965 PRESTEL M A ILB0X 9 1 9992265 







Presentation 68% 

Rather dtill compared with most 
US offerings. 


Graphics 42% 

Crude in appearance and 
certainly lacking in colour, but 
good standard of animation 


Sound 35% 

Tn-i riblci times and few FX 


Hooka hi If ty 79% 

Novel control method is fun 


Lastability 64% 

Bui there's only eight screens 


Value For Money 62% 

Average game at an average 
price, 


Overall 67% 

Fun, hut we hope the movie's 
better. 


Microsphere, £6.95 cast. Joystick with keys or keys 


and have to start again, with the 
same ob|ectlves. 


which should be expanded 
upon. 

All the screens have to be 
completed in similar fashion, 
and as you progress through the 
eight screens the puzzles get 
trickier end require quite a bit 


t / find if very ha rd to 
ptay a gams of a 
film I haven't yet 
seen. The whole 
plot escaped me 
and / suspect a fat 
of the garnet 
appeal did as well. 
What was left was 
an eight screen platform game 
with a few new features. The 
control method was quite good, 
f can see how a two player gam# 
CPtiid he great fun. Graphically 
Goontes was extremely poor, 
looking very similar to other 
Datasoft releases. Looking upon 
the packaging I saw someone 
was actually credited for design- 
ing the graphics. Wet) who evor 
did design them is more than 
likely to still be in nursery school 
and must be working for Data- 
soft pert time- The game Itself 
was quite reasonable though 
some gamesters may welt find 
eight screens a bit limiting. 
Maybe worth a look if you're a 
platform games freak. 


S This is quite a good 
little game, marred 
by the fact that it 
only has eight 
screens and those 
have awful graph- 
ics. The problems 
posed on each 
screen are nicely 
thought out and pretty ingen- 
ious. The only problem is that 
once you've gone through them 
{which isn't too difficult] there is 
a tendency not ru return to the 
game. The sound isn't too bad 
and the tunes get a Uttfa grating 
at times, but the graphics are a 
real disappointment. They're 
very reminiscent of those on 
Conan, very crude with awful 
colours, ft's a shame that the 
game hasn't been exploited to 
its fuff potential as it stands it 
seems only part finished. 


working out When you finally 
get the treasure then you are 
transported back to screen one 


small screen. The star of the 

K lece is Eric, tearaway school- 
oy and bad report merchant — 
and a bad report is what the 


game is all about. Sitting inno- 
cently within the school safe is 
the account of Eric's achieve- 
ments for the last term, Eric, 


M icrospheres first 
release for the 64 is an 
attempt to evoke the 
best (!J days of your life the 


being the little beggar that he is, 
doesn't take long to read what is 
written therein and discovers 
the news definitely isn't good. 
The headmaster hasn't seen the 
report yet (phew!) but when he 
does his reaction could be 
likened to that of a low yield 
nuclear device going off — not 
very desirable at a III Realising 
the seriousness of his dilema, 
Eric decides it would be best if 
the head didn't see his end of 
term report, and hits upon a plan 
to retrieve the incriminating 
documents from the school safe 


■ ‘HI 

The school's security is of a 
high standard and the combina- 
tion to the safe is very well 

E rotected, — each teacher only 
nows a fragment of the comb' 
in at ion. To get the masters to 
spill the beans, Erie has to set the 
school shields, decorating the 
walls, flashing. The shields need 
a good bash to get them to flash, 
but some are too high to reach. 
Eric's only solution is to biff one 


S This is b great lift fa 
game and one 
which / pia yed a lot 
On the Spectrum 
fast summer. What 
partfcufarfy 
appealed to me 
was the multitude 
Of actions that your 
character fa capable of perform* 
mg — punching, bring a catty, 
whanging teachers, etc — the 
attention to detail is immense. 
Completing the task fa no mean 
feat and it requires a tit of 
thought as to how you're going 
to get the combination of the 
safe. The graphics are very 
similar to the Spectrum version, 
but they are still good — espe- 
cially when you consider the 
amount of characters milting 
around the school. If you do 
went a really original game that 
is challenging and fun then lank 
no further than this f it's a real 
gem. 


of his 'friends' wandering about 
the place, and then clamber on 
the prostrate form of his chum to 
gain extra height — brutal but 
effective. Once all the shields are 
flashing, Eric can knock the 
teachers for six and while stars 
are whizzing about their heads, 
the extra confusion caused by 
the stroboscopic shields will 
make them tell their part of the 
code — except for the History 
master, who's memory is not 
what it used to be and has had to 
have his part of the code 'hyp- 
notically implanted'. It can only 
be retrieved by finding his date 
of birth. 

As in any school, the day Is 
time-tabled and split into breaks 
and lesson times. Relevant inf- 
ormation is relayed to you via a 
window at the bottom of the 
screen and when the bell goes 
for a lesson, you are informed 
which lesson to attend and who 
will betaking the class. Failure to 
attend a lesson will incur e 
penalty of a few hundred lines 



36 ZZAPf 64 Christmas Special 1985 









CA COMPUTER 
vw GAMES ON 
ONE CASSETTE 


YOURS f Q Ar 

FOR to.90 


■ncJtidmg FREE Wfflfeft ifid Po-iti04 


* Normal 12 and 
24 hour lime 
mode 

• Calendar mads 

• Alarm mode 

* Calculator 
mode 


CASSETTE 50 IS AVAILABLE ON 
(DiD&AtB ATARI DRAGON ELECTRON 
VIC- EilLl ORJC 1 ZXB1 popple Atmos 


Only you can save Europ from 
daslruction! It's ROCKET LAUNCH, rhe 
thrilling war game that reproduces a 
European map. Mora ambitious? Try 
rescuing your crew under an ultrafast 
GALACTIC ATTACK and escaping back to 
your spaceship] Just two of the great 
games on your Cassette- 50, featuring 
high resolution and user riafined 
graphics, sprites, sound and music. 


1, Win tiler 
Z. G«l»C1iC Ariich 
3 Space RfttUtin 

4. lunar Undltfgj 

5. Pbiuii Ball 
S. SliMnh 

1, Ridfer Lending 
I, AfllcEir 
9. GiIhcele 
Dig Fighi 
TO Plisn Atticb 
II. ItrilivB Action 
12 JW(u|hEi b 
Crmti 
3J. fining Id 
H. PiMain 
J%. Ski Jump 
16. Hanflinifi 


17 m Bonii 
19- Thin Ice 
19. Orbrifar 
2®. Mu rgr w* ■ y 
2f Force Nefif 

22. N.rti 

Z3 Tuihtifli Evctpe 
24 Burtl Jump 
29. CthAOiiiifl 
BiiiIa 

2fi. 0u*r r«hr 
27. Sittjiig T#r g e I 
?B Smith ihf 
Wiitdtiw 
29. 5#|C« Shrp 
JO. Jit FNgHf 
31. Phaser 
22. Intruder 


33. lofting 
34 Ghgitt 
35. SubmiMUfia 
19. Rltfcvi LetincH 
37. Pliitti 
3H. Bliefc Ndi 
22. -Dfeiimile 
40 Do Tour Sums 
41. Girhy fliih 
47- Spice Search 
13. tlnilrlrie 
44. Bus 
IS. T*nt*r 
46. Pauclttif 
47 Jet Mat ilv 
46 High Rift 

49. the Fin;# 

50, (k charge 


ftom any teacher who finds Eric 
loitering in the corridors if Eric 
amasses ten thousand lines or 
more, he r s out on his ear and the 
game is over. 

Playtime occasionally proves 
dangerous, as there is usually 
someone trying, metaphorically 
speaking, to drop you in it. 
Usually one of the lower form 
boys tell Eric what's going on 
and that Eric must prevent it 

§ / realty enjoyed thts 
game. Just tike the 
real thing Skoal 
daze is realty vic- 
ious. Gm bored and 
you can wander 
round bashing up 
both pupils and 
teachers alike. This 
is great fun , especially if you've 
renamed the various characters 
present The joy that could be 
derived from giving o/d school 
enemies a pixel pasting is sur- 
prising groat, Graphically, the 
game t$ great until it tries to 
scroll h . . Though mainly 
monochromatic, the display is 
detailed and interesting Skoal- 
daze is quite a good game 
despite ifs arrival on the 64 a 
year after its Spectrum incarna- 
tion. The Idea IS refreshingly 
original and the game is very 
playable. Definitely worth a took 
at. 


happening before the end of 
break, Einstein, the school swot, 
is keen on running off to Mr 
Whacktt and informing him of 
any plans. If he succeeds, Eric 
has to do two thousand tines. 
Not much fun by anybody's 
standards. 

Eric is equipped with a num- 
ber of essential weapons, 
though not surprisingly* the use 
of all of them is banned within 
the school-. However he can 
only get in trouble H caught — 
any nefarious behaviour in full 
view of a teacher results in 
couple of hundred lines. The 
catapult is quite handy — an 
elastic propelled missile is quite 
enough to knock over both 
teachers and pupils, A good old 
fashioned punch fells the hard- 
iest of schoolchildren and is 
brought into action with the H 
key. Unfortunately, teachers are 
not impressed by physical viol- 
ence and punish Eric with yet 
more lines whenever they wit- 
ness attacks. 

Throughout the game a large 
part of the screen is taken up by 
a 30 view of the school* desig- 
ned just like the reel thing with 
an assembly hall, the head's 
study, classrooms and other 
such scenery. Only a small por- 
tion of the school is shown at 
any time, so when Eric moves 


a Unlike Julian, I 
have never had the 
opportunity W play 
the Spectrum ver- 
sion of Skooldazq, 
and as it's over a 
year afd now, I did 
wonder whether 
this conversion 
would prove a bit stale «. How 
ever, on playing it became clear 
that the games many unusual 
and original elements have 
worn well. Graphically I found 
Skooldidie very poor and I would 
have thought a bit more colour 
could have been injected into it 
Also, i feel that the screens 
should have scrolled rather than 
slid ] and the sound effects end 
music cquid have been better 
’Cosmetics ' aside, Skpoldaze is 
a fun game to play {and watch in, 
fact/ due to its highly fnnovative 
nature. 


left and right it scrolls'. Eric's 
chums wander around the 
school, each behaving accord- 
ing to the dictates of their own 
personality. All the standard 
stereotypes are included, such 
as Einstein the school swot* 
An g elf ace the bully and Boy 
Wander — the tearaway and 
trouble maker The teachers also 
have their own personalities, 
ranging from the hip and trendy 


Mr With it to the decrepid Mr 
Creak. 


Commodore 64 


Presentation 38% 

Humourous, befitting 
instructions and many excellent 
touches, such as the option to 
rename the characters. 

Graphics 59% 

Characters are reasonably welt 
animated for their si^e, but 
colour is sparse and 'scrolling' is 
poor; 

Sound 12% 

A few, weak sound effects and a 
short tune. 

Hookabifity 74% 

Harder to get into lhan the real 
thing, but ce rtain I y m □ re 
enjoyable. 

Instability 77% 

Probably the first trme you'll 
actually want to stay at school ! 

Value For Money 82% 

Worth sacrificing a few school 
dinners for 


Overall 78% 

Schooldays have never been 
such fun. 


iv ■! j § ■ i, cj | 
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20 KEY, MULTI FUNCTION 
CALCULATOR WATCH 

vvith evflry order 
for a Cassatts 50 


BZE\CC calculator watch 
I Ei ■ with ever y 

Cassette SO 

EXPRESS DELIVER Y-ORDER NOW! 

-ONLY £9.95 


/\'J Jr-KL 1 . 


Ctfdfi 


rOjIAgg FREE W U.K.. Arid C 1 GO for cvf'14-Bi ordeti. 
Fre# mirth and i*p* mtf i b* dAApflrehfld wFthki 7 dim. 

I wdow ■ cN*quB.‘ ! "1 mad* pmyMt 10 

Wtnl oro*r for ^ CauHfe 0*m*« ltd 

fr rtrrovtf *if Port 0m* FJi fain* Mg Kf M5Sj 
for tiwi atm trig wfwn to AMh a, Bmk\ \* r c*ri W 

Tiwte&d Ym in* aw M twrkm. mi}} W mi 


Zl 12 .'«S 


COWWQQGAt L_j ATARI □ QHIt 1 fl MB 

S^fCTflUW _ VIC ^0 J It 01 _ A 

wpto □ Jtiwos □ DRAGON □ IUC 

Cpicodfl Lid, a 13 Hiywra CpnM, 

Harfo^t#, Nonh Ybrfcahrrt! MG1 SBC, BngtarKl 
falgph-oofi 504603 Rtgtft&mt Namtm 7 VlU* 
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THE ADVANCED Uf 

MUSIC SYSTEM 

Rainbifd, £39.95 disk only 


A music software rev- 
iewer's lot fs not always a 
happy one. Many time he 
is asked to pit his wits on your 
behalf against programs that 
defy all credibility, some of 
which should never have seen 
the light of day. However, the 
Advanced music system, is the 
exception. In short it is THE 
system, and no self-respecting 
64 owner with half a percent of 
musical interest should be with- 
out one. 


TAKING 

ADVANTAGE OF 
SID 

The program was originally 
designed for the BBC and in 
1 983 consisted of a music edit- 
ing and synthesiser program. 
The Island record company at 
this time were looking for a 
music system and joined forces 
with the original designers. 
Prototypes of the system found 
their way onto some of the com- 
pany's record releases. After 
nine months of intensive team 
work the Music System was 
launched. Development for the 
64 meant many improvements 
to the software in order to take 
full advantage of the capabilities 
of the SID chip. Further recoding 
and reworking of the system has 
now culminated in this, the most 
complete system for an eight- bit 
micro. ‘But what does it do?', I 
hear you ask, 'Everything' is 
more or less the straight answer. 

The AMS (Advanced Music 
System) will create, edit, play 
and print music. It allows music 
to be entered and played back 
either using the 64's internal 
chip or through an external MIDI 
keyboard or synthesiser. 
Sounds created on the SID chip 
can be stored for future use. The 
result can be printed in proper 
musical notation along with any 
lyrics you may have. Apparen- 
tly, it wiil play continuously for 
about fifty hours if you tell it to! 

MUSICAL 

ICONOGRAPHY 

On loading up, the control 
screen displays icons, graphic 
representations of the various 
modules that make up the sys- 
tem, These ere: Editor, Key- 
board,, Synthesiser, Linker, 
Printer and MIDI By depressing 
the space bar the module you 
want can be highlighted and 


hence accessed. There are keys 
common to each module that 
Increase or decrease values. 
Once into b selected module a 
set of icons appear that repre- 
sent relevant functions. Across 
the top of the display is a com- 
mand line giving you the option 
of Files, Values, Commands and 
information. Accessed via the 
function keys these appear, like 
other sections within the mod- 
ule, as pop-up windows, thus 
enabling many more param- 
eters to oe altered and files to be 
stored easily h The graphics are 
of an exception el quality not 
usually found on music soft- 
ware, and clearly much care and 
thought lies behind their crea- 
tion. The colours are carefully 
chosen to be clear without burn- 
ing the back of your eyes out. 

The Keyboards mode is prob- 
ably the most immediately sat- 
isfy ing. Highlight the keyboard 
icon, press return, and the AMS 
retrieves the relevant part from 
the disk. The top two rows of 
keys become a piano keyboard 
end correspond to the piano 
keyboard represented on 
screen. Among other icons end 
facilities there are plenty of pre- 
set voices, a visual and audible 
metronome as well as a facility 
for real-time recording on three 
channels. The record/playback 
icon is cleverly laid out like the 
controls of a cassette recorder, 
even down to having a two- 
button operation for recording. 
All music played or recorded can 
be scrolled in proper notation on 
a pop-up window, This is defin- 
itely the place for the non-per- 
former to start, fly selecting Files 


from the command tine, the user 
can choose from ten demonst- 
ration tunes that show off the 
power of the program. 

THE EDITOR 

Tones created in the Keyboard 
module can be transferred to the 
Editor module. This is a power- 
ful music processor akin to a 
word processor. Each note may 
be altered, accented, rather cle- 
verly made to sound louder, or 
deleted altogether tf need be. 
You can also edit all three voices 
— albeit one at a time. As with all 
editors, It can be used to tidy up 
the whole piece, correcting tim- 
ing errors and setting overall 
volumes and sound; checking 
your musical grammar, so to 
speak. There is a 'cut and paste 1 
facility, called 'notepad' that 
enables you to move whole 
sections around within the com- 
position. The key and key signa^ 
ture can also be varied, A con- 
stant barmeter display makes 
sure you know where you are. 
Repeats and loops of certain 
sections can be created both 
here and in the keyboard mode, 
which is great fbf creating 
rhythmic backing tracks a /a 
breakdance or JearvMtchei 
Jarre, Having set up short tunes, 
these can later be merged and 
stored on disks on Files I realise 
that if you are a musical non- 
starter this could present prob- 
lems at first, but the logical 
presentation of the AMS is a 
great help in getting you to 
come to terms with the pen and 
ink side of music. 


SYNTH AND 
MERGE 

The Synthesiser module gives 
you complete control over the 
sound chip with clear graphic 
representation of the fifteen 
basic parameters for each sound 
you create. Tunes can be fetched 
from Files and run through with 
your newly created sound. Par- 
ameters can be swopped from 
voice to voice and all new voices 
named and stored for later use. 

The Linker is, in effect, a giant 
file merging utility. It allows 
large compositions consisting 
of up to twenty six separate 
smaller music files to be linked 
together and played back as one 
piece of music In any predes- 
tined order. Having created your 
music it only remains for the two 
other modules to assist you in 
setting the musical world on fire. 
By using the MIDI link, you can 
have up to six separate key- 
boards/ synthesisers controlled 
from your 64 via a MIDI inter- 
face. The manual claims that 
most 64 MIDI interfaces work 
with the AMS. It is also possible 
to enter music from the external 
keyboards. For the final profes- 
sional touch, the Printer module 
provides you with very high 
Quality music notation as well as 
giving you the option to print 
lyrics over the top of your music 
— and correctly spaced tool 
Hard copy can be obtained from 
Commodore and Epson type 
printers (but don't try it with a 
daisywheel, idiot!) 

IN CONCLUSION 

This is a very fine program 
indeed and is acceptable to even 
the least musical amongst us. It 
is protected by a Lenslok device, 
about which the least said the 
better .... The disks themselves 
can, however, be copies. I would 
have welcomed an easy start 
approach in the handbook, but 
you can't have everything I 
suppose. At less than £40 it 
blows away any competition 
that comes within a good two 
hundred pounds of its price tag. 

The only limitation is the STD 
chip. Further development of 
the MIDI module could very 
easily make this an extremely 
powerful controlling and corrh 
positional took If you want to 
explore music on your Comm- 
odore, then don't waste your 
money on sub-standard or 
exotical ly-priced software. Get 
this one. 
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Time to turn about and make another pass over the 
several screens length of Paradroid Freighter. 


Andrew Bray brook came to tame with his very first game, ghibblys 


my out. He topped It with the superb end original paradroid, Roger 
Kean visited Newson Consultants to get a sneak look at Andrew's 
third game, a follow up to paradhoid with the marvellously metallic 
sounding name of uriojUM, and to ask Andrew a few personal end 
private questions * . * 


'What's your favourite colour, 
Andrew?' 


It is probably blue, 1 can 
always remember going to work 
in a blue suit, so it must be. You 
can't get red suits, and anyway. 


I d get locked out of the office/ 
Tne Bray brook eyes under 
their specs looked a bit wary at 


ibh technical and investigative 
fine of questioning, so to put him 
more at ease I asked him his age 


With am, Essex. I've never strays 
edtoo far from Witham, North of 
Braintree doesn't exist, if s just a 
big drop on the other side/ 

Now we seemed to be getting 
somewhere, and then it occur- 
red to me to ask him how he got 
into programming, end the 
floodgates opened, 

'it began with games on the 
mainframe at work. In COBOL 
Several of us used to stay 


25 a few days ago/ 

This was getting a bit mono- 
syllabic, so reaching into my 
repertoire of questions you @sk 
programmers, I thought of; 
Gfcay, so where do you come 
from originally?' 

Even warier looks, but , , . 


behind at night and play games 
and it developed from there. 



Suddenly I decided that I couEd 
do as well as that and stayed be- 
hind at night till 10 o'clock battl- 


ing away with the old computer, 
writing COBOL games on it 


writing COBOL games on It 
1 was a programmer who 
wrote accounting packages for 


Flyinp over a deck fuH of chaser ships, but your armour 
piercing fire can make big craters * . „ 


Marconi — oil very hush, hush, development in accounting, not 
We were doing research and very inspiring re a Hy but you see 
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ioaHy I was going to have cities 
built up but I realised that I didn't 
have enough characters in the 
character set to do it all. It was 
very easy to set up different 
looking rock structures from the 
same characters and suddenly 
greebly'S was turning into a more 


to look around for another rural sort of game, so I started 
machine. At ihe time he was tearing out all of the man-made 
converting Steve T u mer's st ru ctu res. f wa nted the newt on e 
Spectrum game ao tuN attack to be a more scientific type of 
and the two teamed up profes- game, paradboid was more of a 
sionally. shoot em up P and they tend not 

'Because there was only Steve to be as cute, so it did need a 
and myself working on the Spec- different type of look* a scientific 
trum we needed to diversify b look. Actually in paradroid we 
little In case anything should originally wanted to have a 
happen to it and the second garden area but it took so many 
most popular machine was the characters to build the different 
Commodore. It was really more things and there weren t any left 
of s sensible business decision over. Eventually it wouldn t 
than a great desire to work on have suited what the game was 
the Commodore. anyway. The game idea decides 

'lunattack was the first game I the graphics and vice versa — 
tackled, converting it onto the it's all very interactive. 

64. But the first time I was let I asked how fono he thought it 
loose was with grehblys oay gut. 1 would take to finish urichum. 

It's always interesting to see Two months, perhaps three, 
how a programmer goes about Is he actually working to a 
designing a game — do the deadline or is it like a piece of art, 
gameplay elements arrive first, that's never quite finished? 
or is if the graphics that spark off 'You do reach a stopping point 

the ideas? when there isn't much more you 

We start off by thinking what can add to it: you start running 
we'd like to see on the screen, out of memory and you have tc 
what sort of movement, the con- stop and uridium will reach that 
trol mode if you like. Then well point. I've already nearfy got all 
start adding bits to it as it goes the coding that I need — it s get 
along and the final game isn't ting quite big so ft will just be 
conceived at the beginning at building up in structures fhal 
all, it's built up very slowly and will take the time. It s very much 
forced to wor 


Your ship has just flown over the grid that should gotttttt. . . 

of the harshly sun-lit bas-relief options f one pfeyer, one joy- 

graphics simply takes the breath stick, two players one Joystick 
away, PARADROfu s were excel- two players rwo Joysticks and 

lent — uRiptuM's are superlative, the coloured mode and black 

Such crystal clarity has surely and white mode .I'm determined 

never been seen before like this? to go for the biggest high score 

The black and white screen tetters going, i c&n incorporate 

shots seen here fail miserably to them into the spaceship designs 

do justice. As one of Hewson's aswe/f. 
other programmers played with RK 1 like your shading there, 
the demo, flipping the little ship Yes it gives it a if Hie more 

over in its astonishing 'twinkle depth . I could do a trench 

turns', shooting parked fighter sequence^ 

craft, Andrew explained. Andrew Hewson | m looking 

AB Weft we're thinking of forward to it going like in Star 
somehow doing a follow on Wars where the little ship comes 
from PARAQRQfo. Some of your over your head at the beginning 
freighters have got through and and then the big ship comes 
paradroids are now being kept across making that awesome 
on here and it's your Job to blow rattling noise. Are we going to 
it to smkherines and I hope to get that? 

have it dissolving away from Welt its aft a posstofltty but 
one end when you've finally bass notes on the Commodore 
blown it up. You'll probably area bit farty aren't they? 
have to land on it I'll mark out AH And that grid bit you ve 
some area * and when you've got further along on the left, I 
blown up enough on top, ie all think when your shadow ggts 
the other planes that are trying over there it ought to go Ulltll, 
fo blow you up, you'll (and on it like someone rattling 3 stick on 
and have to do a type of transfer railings. 

or interlude game where you RK Is that meant to be pink 
have to set the self-destruct on that ship? 

the ship and then you'd finally Pink? f shouldn’t think so. I'm 
see yourself taking off again. colour blind anyway, how 

RK You seem to be quite into should! know? 
metal lately. RK Will the freighter® be big- 

yes well l suppose it goes ger than they are on the demo? 
with the graphics look. I’ve fust They're twice as wide as 
bought ZZAPi today and saw 2 GRIBBLY'S cave, and twice as wide 
in it so Tm going to have to do as a faraqroio deck. $0 there's 
something to out do that I enough there to keep you going 

We've got various play if I put sixteen of those in. I m 

building them up to look like an 
aircraft carrier in space at the 

■ moment, in fact it's going to be 

iike OEfENDSe only it's qefenqfh 
from another point of view ; also 
a bit like zaxxon, with similar 
game objectives except you’re 
able to fly in both directions, and 
you're looking from directly on 
top o f the freighters with the 3D 
represented by shadows. 
There's full 50 cycles! second 
game scrolling to a single pixel 
resolution, so it gives 100% 
smooth scrolling, and variable 
speed scrolling means you can 

the chasing 


There is 3 lot of 
discussion time with Steve at 
work and with my 'test pilots’ — 
what do they want to see and 
basically I think what 1 want the 
game to do and try to make it 
work. Obviously if it doesn't 
work it gets ripped out and we 
try something else. It's quite a 
long process and we're adding 

, I 1 - _ I.* . . — * _ , l— ... » — — d *■ 


The new game* uridium, is set 
outside in space. The action 
takes place over 16 of the 
freighters whose interiors feat- 
ured in paramo! o. The first sight 


things right up to the end/ 

I noted that with the paraprcmd 
"Diary' articles in ZZAPf weve 
seen how the metallic graphics 
were arrived at and very quickly 
too. 

'That's right. The original idea 
was to have a sort of blueprint 
type look but we quickly realised 
that the resolution of the Com- 
modore wasn't good enough to 
do that It was out of desperation 
almost that J needed another 
type of graphics system and! did 
a title screen for paraproid writ- 
ten in big bas-relief letters and I 
suddenly thought that with very 
little change I could apply this to 
all the decks as well so ! tried it 
and within a morning I could see 
that that was the look that was 
going to work and slowly I went 
through all the graphics chang- 
ing them for this. So it did come 
fairly early on but because the 
other system didn't work and 
not because that was what we 
wanted at the time/ 

A big change in style from 

GRIBBLY'S, 

'It is, GRIB bits was going to 
have more scientific structures 
but I think now the only things 
left are the power towers. Orig- 


out-acce/er&te 
ships . You've plenty of rapid firw 
if you want it — and that's going 
to be an Important part of ft , the 
Joystick control the extent to 
which total ro/fs and partial rolls 
and what have you become an 
important a part of the game. 

Expect to see urfdium in the 
shops sometime towards the 
end of February — I think it's 
going to be a classic . p . 
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LEAVE THE REST BEHIND 


MAILORDER 

Ervciose crossed cheque/ PQ made payable to 
Firebird Software, for L' 14.95 cassette or 
£17,95 disc, lo Kay Newman 
FREEPOST FIREBIRD, Wellington House, 
Upper SL. Marlin's Lane, London WC2H 9DL 
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1 9®5 [Mast ertrpnk) 

2 2.992 Noil Roils, WotliorsWd, 
Essex 

19.250 Stephen Sherlock, Wirral. 
Merseyside 

19, 159 Derek Holmes, Wail asey, 
Merseyside 

ACTION 04KER /CLUMSY COLIN 
[Masteitrofiie) 

267.139 Colin B-nx, Bramplum, 
Cumbria 

265,503 Jason Bekfer, Witney. 
Oxpn 

263, 4 10 Chris Russel, Rotherham, S 
Yorks 

eATALYX[Ariolasoft[ 

5.630. ESDI Leslie Bloiemore. 
Mjjiche$ter 

5.630.600 JuNan fiignaii, ZZAPF 

3.796.000 Jim Thomas, Leicefftpr 

BLUE MAX [US (Gold) 

33.730 Martin Beaver, Swindon, 
Wills 

26^20 Nr il Robinson, 

Wu lllngbd rt>‘ , N Ulih a nCs 
24, 750 Mic ftael Wood m u h, 
LLansamlet, Swansea 

BEACH HEAD [US Gold) 

338,200 Midnaei Chappell, KenC 

606.000 Peler Mason, Inverness 

756. 000 Cu r I tun Wril Is Nn rwich 

be ach HEAD iMUSGuld) 

1.872.300 Robert Hunwoud. 
Bridgewater, Somerset: 

1.365.600 Gary Penn, ZZARI 

1.246.000 Barry Nichalou, Reading, 
Berks 

BOUNTY BOB [US Gold) 

3.565.600 Kris! in -Keegan 
Kiimarnoch. Ayrshire 

414.300 A !an RiddrouyK, Sail burn 
Cleveland 

339 P WW Michael Orwel, 0&gnm 
Regis, W Sussex 


BLACKWYCHE (Ultimate \ 

Finished 0 25 Colin May, HgHcsIgv, 
Suffolk 

Finished 11.40 Stephen, Oldroyd, 
Waltcfiflld. W Yorks 
Finished 13 50 Martin Hoyle,- 
Liverpool 

SALLELAZER (Adivlskjnt 

Shut Out: Dm id 6 SwHl Maste/son, 
ZZAPl 

Shut out: Droid 4 Julian Rin<n.nii 
ZZARi 

CAD CAW! WARRIOR [Task set) 

1 2 1 ,053 Marc Chi Iderh uu se r 
Ashmanhough, Norwich 
t i.oi^ Richard ChgJu, Norwich,. 
Norfolk 

6,175 Mark Coleman, Btai^kbuin, 
Lancs 

CRAZY COMETS [Martech) 

23 541 M Stubbs, Clevetend 
76.62a -GfirY Penn r ZZARi 
14.7BO Julian Rignall, ZZARi 

CONFUZION (Incentive] 

3 1,1 45 Col in Box, Brampton. 
Cumbria 

29,360 David Weaver, Sluurport- 
orvSevem, Worcs 
23,475 Mark, Taylor, Stan Ford- le- 
Hope,. Essujc 

CAULDRON I Palace) 

1,1 13,47$ Simon Anlartb, Lgnricm 
3 66.000 Our run Smilh, Suffolk 
3! .250 Gary Penn, ZZAPf 

CHICKEN CHASE 1 Firebird | 

3.651 P 180 Co! in Bo ■<, Brampton , 
Cumbria 

973,425 D J Mufiay, Hbverinflham. 
Notts 

923,643 Ppul YEnriall. Exeter, 

Devon 

CYBOTRON (Anirog) 

3.652,500 Richard Barker, Leeds 
1,250,000 Stephen Blidgeon, 
Manchester 

436.200 James Thomas* Fishqi/arri. 
Dyfed 


DEFENDER (Alarisaft) 

3. H5.3 50 Ian Carrel. Langstone 
Hants 

3.005.675 Gareth Baron, fynp and 
Wear. 3,000, 150 Julian Rian ail, 
ZZARf 

DIG DUG | US Goldi 

999,400 Shunt Salajfha, Cairo, 
Egypt 

873,500 Julian Ripn3.ll, ZZAP! 
175,000 Philip Desmond, 
Colchester. Essex 

DAVID S MIDNIGHT MAGIC 
(Arialasoftf 

1 ,342.11 D M Watkins. Newport, 
Gwent 

1.222.2 TO Maloolm SfneTten, 
Berkhamstedcl, Hurts 
598,530 Gary Penn, ZZAP 1 

DROPZONE |UK Guldt 

3.246,980 M Owe 1 1, Buqnor Regis 
W Sussex 

2,076,700 Purer Mcatlhy W^ldn 
S M are Avon 

1 .859,070 James Thom els. Leicester 

EVIL DEAD [Palace Video) 

953, 200S Jackson, Ncrnhwic-K 
Cheshire 

ENTOMBED [Ultimate) 

Fin. 0.36 Mark Wilson, Durham 
Fm. 0.38 Gary Penn, ZZAP* 

Fin. 0.40 Julian FM gusli, ZZAPl 


MONTY ON THE HUN [Gremlin 
Graphics] 

7.000 iCheiit Mode operative 
Julian RignelL ZZAP* 

3,550 Pah Williams, London 

NIGHT MISSION PINBALL [Sub 
Logic) 

3B p 234 h 23Q M O'Reilly. Rishtnn, 
Lancs 

10,783.4(50 Julian Rig naif & Gary 
Penn, ZZAP! 

3,586.560 Gary Perm. ZZAP* 

DRM A NO CHEEP (McMillan) 

Solved Gary Lidddft, ZZAP 1 
Loaded Julian Rignjli. ZZAP' 

PITFALL II (Airtivisiqn) 

199.000 Mark Hardy, Norwich, 
Norfolk 

199 ,000 Mark Bishop, He me I 
Hempstead, Herts 

PAST FINDER [Activision I 

380,190 Jonathan Bothell, Eaton 
Bishop, Merefordshirij 
3-12,690 Paul Mantagt#e f Ealnn 
Bishop. Herefordshire 
268.525 James CaTraghan, 
Skelmetsdalu, Lancs 

POLE POSmDN (LTS Gdldf 
134.660 Julian Rig nail, ZZAPl 

131.000 Robin Candy, CRASH 
130,360 Darnel Shannon. Rootnam. 
York 


ENCOUNTER (Nov&gun) 

643.000 Vi nay Narayan, London F7 

632.000 Julian Venus., Wifhdy&srer 
6D6.300 Niet Kara mat, Ha|fax. W 
Yorks 

FRANKIE GOES TO HOLLYWOOD 
[Ocean] 

87.000 Gary Sampson, Stratford, 
London 

87,000 Darren Mudd. Middlus-bra" 
Cleveland 

87 r 0D0 Li.jm Jeffries, F'enymynydd. 
□wyd 

FINDERS KEEPERS (Wlastertroaic 

E2708.E? SllTiutt Wright, Gosport, 

j Hants 

GUARDIAN [Al I igato] 

1 ,020,950 Julian RignaM, ZZAP 1 

592,600 Andy Muss, Coventry 
467.350 KhahdMii'ia, London 

GHOSTBUSTERS (Activkskm) 

$53,500 Rachel Walson, 
Abury^iwyth, Dyfecl 
£52,000 Cratg Dibbk?, Droitwich 
£45,000 Warren Minton, Lutun, 
Herts 

GRIBBLY S DAY OUT [Hewspn 
Consultants] 

16,264 Bradley Cole, Bristol 
14,497 □ Davres, AKrindium, 

TraHord 

12,137 Colin Bo*. Brtimptnn, 
Cumbrra 

H YPEHSPORTS (Imagine) 

175.512 Norman Stevens, 
Stratford-On- Avon, W^rks 
153,938 Julian Rignall. ZZAP' 
145,165 Slewart Brewster, 
Manchester 

JUMPMANIEsy*] 

156,300 PfUjI C ampbell, N Ireland 
104,5501 Final, Lesghlon Suliard, 
Beds 

KONG STRIKES BACK [OcEanl 
2,07 1 .210 Drew Hoge r , 
Duritianunshiri , Scolland 
2,030,795 Jonathan Smith, 
Newport, G went 

K OH ON IS RIFT [Activ^ion] 

13,450 Julian Rignaft ZZAPl 

MR DO [US Gold; 

7,566,250 Chris Junes. ExeHoi, 
Devon 

7,038,050 Bradley Co2u r Rristnl 
4.652,600 Russel Marsh, Mansfield, 
Nptts 




PAHADHOID jHemcn 
Can fii Hants) 

95,335 Robert Orchard 
05,340 A hdru\v BFaybroni <vw^[ 
efunnit) 

5S.470 I Ltf-dnard Rroding, F5ep>.s 
52>355 Patrick B^ou Lnndun 
46,610' Richard Butler, Durimow, 
Essn* 

QUO VADIS [The Edge) 

2.970.400 D 6aYJes T Altrincham, 
Traffortl 

2,967,100 Michuul Bradshaw, 
Gdmural, Deckhealnn 
2,750,650 Michael Shaw. Dunkin. 
Chei-shire 

ROLAND S HAT RACE [Ocean) 

137,710 Way ne Atkinson, Wadey, 
W Mids 

94,950 Beverley Turnbull. 
Colchester, Esse* 

47.400 Mark Taylor Starifurd-l-n 
Hope, E^ses 







ROCK N BOLT [Arthriskm) 

£349,189.40 Nchuiai^ Birds, 

BuKtdrii, Derbyshire 

£136,905.25 Jatt'Gul [relay K ZZAP! 
£2 1 ,377 25 IWO'B ei ! !y . Rqhltm, 
Lancs 

RES OUE ON FRACTALUS 
[Activisiun] 

296,490 T N Branstun, CT^fiwpli 
BlUler, Notts 

2S5.99 / M cib hm w Cl srkv $y non t 

Surrey 

158.954 Rachel Watson, 
AbuiYiiwyth, Dyfed 

ROCKFORD S RIOT [Monolithl 
02,439 Bradley Cole, Downend, 
Bristol 

58,427 K Dudley Doncaster, SYarhs 
41,962 Chris Williamson, Leicu^bir 

RASKEL [Budgie) 

210.800 Julian Rryr*-all*ZZAPI 




RAID ON BUNGELING BAY 
[A/kilasuft] 

167.450 Srmon Perry. Woking. 
Surrey 

146.200 Glenn Vy$$, Irnhcim, Lmcs 
142,850 Stuart Brewster. 
Middletcm, Manchesle^ 

SCARABAEUS (Atiolasofl) 

59.800 Jan Massey. Ludlnw. 
Shropshire 


STAR WARS (Parker Bras > 

S 26,642 .160 Richard Cos^royu 
Nottinghern 


1 0O. J6&.474 M Wool ford, Yeadon. 
LiHf’ids. 

50,074,963 Pau! Rakr?r r Swbidon, 
Wilts 

SUNKY [US Gold) 

1 00,000^000 (Atari vur'ji on 1 Julian 
Rig drill. ZZAP 1 

9 IB. 000 Zeno Wm kerns, Cumicidd, 
Co Wexfnrd 

S UPER ZAXXON (US GoWI 

59.000 M Stubbs, Cleveland 
55 BOO Ju lirin R ignall ZZAP 1 

SKVFOK [Ariolasafl] 

1 37.600 Ji m Than 1 at Loipes fur 
10/JQ0 Richard Calic Norw^h 

102.500 Julian Righ.il I, ZZAP' 

SUPER PIPELINE ll |Tn*k*etJ 

208,920 Paul Adams. Huntingdon, 
Cam bs 

120,400 Warn.: n Craigre, Edrntnirgl 
T 50.420 Gary Pemi, SAP! 

THING ON A SPRING [Gremlin 
Graphics) 

$TJftG Darren Rrciad, Bromley. 

Kent 

26. T 02 Andy Will terns. S Wltral 
Cheshire 1 , 

1 3,757 Andrew Gritq, Wn rsley 
Manchcstci 

TOY BIZARRE [ActFvaian) 

603.750 J M clean. Rhondda, Msd 
Gtem 

599*200 Fh iii p V-' 1 Ison , Bui Iasi 
104,240 Gareth Ba T on. 7 yne and 
Wear 

WIZARD S LAIR (Rubble Bus) 
1SLl,G6B PluSrp Ald-urson, 
Searbotough 

70, 1 80 Ju I Hi n Rjgnail, ZZAP ! 

G3l 160 Sluvun B tidier, Bnpely, 

Han ts 

2 WIZARD OF WAR [Commodore] 

515 .500 Jun Bake 1 , Mor utu n T h a^nu 

400. 1 00 Da vid Scot? . Walsall. W 
Midlands 

345.000 Kevin Adamson 
Purer bMumugh 

WHO DARES WINS 11 lALIigala) 
£1,350 A Idrin Qgiben. London E7 
J 1.1 00 Julian Rignall, ZZAP 1 

WIZARDRY (The Edg*) 

12.600 Andrew Grlfg, Walkdurn 
Worsley 

7.100 Julian Rignall ZZAP^ 

5,200 P&EtSf Cunully, Luanhpari 
MirilcKhisn 

Z [Rhino] 

45,700 Gary Penn. ZZAP* 

42.500 Julian Rig nalE. ZZAP 1 

■Quite a few of you have* been 
Writing in with records on the three 
F pyx sports s 1 m ulat inns I ' m ,af ra id I 
con ’t pi in r (hem a 1 1 . bu i h u i u ufu the 
recordF! on ihe ZZAP 1 disks so you 
know what tu aim I n r 

Summer Games 
High Diving 658 BO Js* 

Gymnastics 20 G L i/ 

4X400 Relay 2JK3 I Caj 
lOOiTi Dash 9 1 I Ja/i'Gar 
100m Freestyle 23, t Ga/ 

4X 100m Rel^V 2 20 5 G Bi 
Pule Vault 5 89 Jat/Gdf 
Skftel Shouting 2b Jaf/GaJ 

Summer Games B 
Triple Jump 17 55 Jaj7Ga/ 

Javelin 103 45 Ju/Giu 
High Jump 2.50 Gaj 
Equestrian 0 Gaz/Jaj 
Rowing |fi 4 Gary/Jfti 
Cycling 27.3 Jai 
Kayaking 1 26 Qaz 

Winter Games 

Hot Dog 10 Rachtil [WatsnnJ 

Biathlon 1 40 Jo/ 

Speed Skating 75 9 Jaz 
Figure Skating 4 7 Gar 
Ski Jump 220 OP Rachel 
Bobsled 2l 69 Rachel 
Freestyfe Skating 4 5 Gar 
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rom a time outside history, 
before the language of the 
™ English was ever written 
down, there came to us stories 
and legends of heroes end val- 
iant folk. One such story was 
that of Robin, son of Alerrc, 
keeper of the silver arrow. Thai 
was until it fill into the posses- 
sion of the Sheriff of Notting- 
ham r who treacherously killed 
Aleric in the process. The arrow 
means nothing to the Normans, 
but to the Saxons — it is the 
sacred symbol of freedom. 

Many years passed, in which 
time Robin of the Wood caused 
much havoc by robbing the rich 
and giving to the poor. The 
Sheriff, wishing to ensnare said 
fellow of the wood, decided to 
offer the silver arrow as a prize 
to the archer who could shoot 
the straightesh Knowing full 
well that Robin would not be 
able to resist the challenge, the 
Sheriff sent his Norman knights 
out into the wood to hunt for 
him. 

You play the part of Robin and 
it is your mission to recover the 
silver arrow for the Saxons by 
winning it in the competition. 
But before you can compete you 
must first complete — several 
other tasks, Ent, the old and 
wise, has in his keeping your 
bow, sword and three magical 
arrows. These arrows will safe 
guard you against recognition 
by the Sheriff. However, once 
the last magical arrow has been 


Odin are starting to make a 
big name for themselves, 
what with their first smash 
hit f Nodes of Ye sod and 
now this . s , Robin of the 
Wood is the sort of game 
that is so very easy to get 
into and can be played for 
ages without getting bor- 
ing. The graphics are weft 
animated and nicety 
drawn. The backgrounds 
are also excellent although 
they do get a Htt/e muddied 
wuh the other graphics at 
times As is the case with at/ 
games of this type , playing 
for e tong time without, 
getting anywhere leads to 
boredom , ff you do per- 
severe though, you wifi find 
that Robin of the Wood i$ 
an excellent game and 
worthy of attention, 


fired you can be recognised and 
must therefore escape before 
you get caught by the Normans. 
To relieve Em of your posses- 
sions he must be given rhree 
bags of gold (for each weapon). 
Unfortunately the gold is in the 
company of the Bishop of Peter- 
borough. Who is in turn In the 
company of several nasty Nor- 
man soldiers. So, some nifty 
sword play Is required , . , 

Thankfully these can be conve- 
niently found lying about the 
wood, 

The Normans aren't the only 
Inhabitants of the wood. While 


travelling to the castle you are 
more than likely to encounter an 
extremely attractive Witch. She 
sends you straight to the castle 
dungeon unless you give her the 
correct quantity of flowers. 
Should you become injured 
then a visit to local hermit doctor 
pays d rvidends. He isn't too 
friendly where weapons are 
concerned though., ff you are 
unfortunate enough to run into 
the Sheriff of Nottingham on 
your travels you may well find 
yourself inspecting his dung- 
eons at rather close quarters! 

At the bottom of the screen 


My initial impression wm 
that Robin was in fact* 
glorified version erf Saint 
Wulf. On playing f soon 
found that this was mtsa* 
and that it r s as much fit# 
Sabre Wulf as Nodes of 
V Yesod is UnderwurJde 
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T/» graphics are on a par with 
Odin 's previous release, 

Nod es, The scenery f$ 

generally excellent in its 
definition and is appropri 
atefy coloured as are the 
sprites, who are as equally 
we/t animated as they are 
drawn 


The tune played through 
out the garnets very good 
fas is the piece on the tide 
screen) and sort of drives 
you on as you run around 
the play-area, consisting of 
several hundred screens. 


Robin of the Wood Is a very 
pleasant and compulsive 
game to play and is , to my 
mind, one of the best ar 
cade adventures on the 64. 
ft looks as though their next 
release , f he Arc of Yosod 
will also be of such high 
quality, if Odin keep this up 
f think we will see a lot more 
of them next year. 


R ob i n of t he Wood contains 
some o f the most detailed 
and colourful graphics I've 
seen on the 64. The back- 
drops are amazing (espe- 
cially those o f the woods) 
as are the characters who 
are alt excellently defined 
and animated — especially 
the cute little hedgehogs. 
The game isn't just pretty to 
look at either, as if contains 
some excellent features, 
Robin is pretty similar to 
Sabre WuMf in its approach, 
but it has far better and 
more varied gam apt ay 


The music is great 
too — It sounds just like an 
old mediaeval tune and 
gives the game even more 
of an atmosphere, If Odin 
should keep on producing 
such quality software as 
this and Nodtes of Yesod, 
they could well become 
one of Britain's leading 
software houses during 
7986 Robin of the Wood is 
a real classic and a game 
which should keep the 
most hardened arcade 
adventurers puzzling over 
Christmas . 


There are lots of sub-tasks 
to complete before you can 
actually enter the archery 
competition, making Robin 
far s uperior to an average 
'collect em up' style maze 
game. 


there is an indication of Robin's 
energy status in the form of a 
row of hearts. It and when, 
Robin runs into anything he 
shouldn't the bar depletes until 
it reaches zero and a life is lost, 
flefow this are displayed any 
objects carried, There area quite 
a variety of things to be found 
about the wood and they are 
taken by simply moving over 
them. Only when you have col- 
lected all of the necessary wea- 
pons and gained access to the 
castle are you given the chance 
to win the silver arrow. 


Presentation 90% 

A goodly number of 
options iind many pleasant 
touches 

Graphics 95% 

S ome s u rb b a ek d r o ps 
and excellently drawn and 
animated sprites. 

Sound 80% 

Bouncy., driving and 
atmospheric mediaeval 
tunes. 


Hookabilfty 93% 

Plenty to explore, rnnp and 
net into . . . 


La stability 90% 

and a large wood ge 
oul of I 


Value For Money 
90% 

Worth its quota oi groat 

Overall 92% 

An excellent arcade 
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Leisure Genius, £9.95 c«tss. 


or keys 


goo HPH 


afextric is a one or two 
racing simulation 
based around the toy set 
of the same name. 

The screen is split into two 
halves, each half being a screen 
in its own right which shows the 
a view from one of the cars. 
Therefore if player two is behind 
player one then he ! I see player 
one's car in front of him., If he 
overtakes player onethen player 
one sees player two overtake 
him and roar into the distance, 

Underneath the two main 
displays are two boxes which 
show each player's status. Each 
box contains a map of the 
course being raced, showing 
where the player is on the map. 
as well as displaying the speed 
of the car, lap time and lap 
number. 

Every time you load up the 
game you have to go through a 
number of options before star- 
ting to race, First you are asked 
to input your name and the 
second players name. If you 
don't have a fellow player then 
the computer will supply one 
{usually called Lauda, Tambay K 
Piquet or Brundle}! You can then 


select the skill level of the com- 
puter from three settings This 
determines the speed the com- 
puter car takes corners (on level 
three it H s just about impossible 
to keep up with it since it takes all 
corners at about 200 mph !h 
Once you've decided who is 
racing, it's time to select a 

Amazing how the 
computer version 
of storting bits of 
" ' plastic track toget- 
her and racing 
model cars is 
merely a Pitstop II 
copy. The only real 
difference fs the 
screen designer, in which you 
can make up a track pretty much 
the way you would with the real 
thing. The screen designer is 
very good hut the racing game 
itself is extremely poor It facks 
ad the smoothness and polish of 
pitstop II , white trying desper- 
ately to achieve the same effect. 
The sound effects were very 
good, particularly the car engine 
effects* but I'm afraid it doesn't 
redeem the game Leisure Gen- 
ius have released. 



SCAL 
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venue. The computer asks 
whether you want to design a 
track or load one youve des- 
igned previously* If you don't 
want to race on a custom-made 
track, then the computer dis- 
plays a series of presettracks {all 
models of real life courses such 
as Silverstone, and Rio). When 
you've selected one of these and 
decided the number of laps to be 
run, then you can start racing. 

If you select the track design- 
ing option, the screen clears and 
a box containing 16 different 
sections of track appears above 
the main display. You are asked 
to locate the start/fini&h section 
which you do by moving a little 
cursor to the required position 
and pressing the fire button* 
Once you've done that then ail 
you have to do is select the 


Leisure Genius 
have taken quite a 
gamble in releas- 
ing a race game, 
especially with the 
well established 
Pitstop II as com- 
petition. There are 
some similarities 
to the aforementioned classic, 
such as the split screen display 
but otherwise Scslextric is a 
good &T fashioned racing game, 
The track designer is the most 
innovative feature, allowing you 
to design and race your very 
own circuits . Despite having 
relatively few links with the toy 
set of the same name, Scalexthc 
is in fad a cut above most race 
games and is one l would rec- 
ommend to fanatics of the 
genre. 

different sections of track and 
the computer assembles them 
for you. Some pretty neat cour- 
ses can be constructed since 
there are heaps of different 
corners, chicanes and straights. 
The process of building a course 
is a lot faster than with Racing 
Destruction Set , and it's possi- 
ble to construct a race- worthy 
course within a few minutes. 

The actual racing is the best 
part of the game. Unlike Pitstop 
If you don't have to worry about 
tyre wear, fuel consumption or 
other cars — all you've got to do 
is stay on the track and get round 
It faster than the opposition. The 
controls are pretty simple, push 
the joystick forward to acceler 
ate (to a max of 240 mph l, back 
to brake and left/right to steer 
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/ think people 
c&ufd well he put 
off by this game 
because of its great 
similarity to Pitstop 
,11, If that does 
happen then it 
would be a shame 
since Scalextnc 
does have some ready nice 
features. The track designer for 
example, has different types of 
chicanes and numerous trends 
which can be used to build some 
really brilliant tracks. The 
graphics and playability aren't 
as -tood as the standards set by 
Pitstop 11 but the comers do 
work well ; unlike those in Pitstop 
It / don't know why Leisure 
Genius thought they needed to 
buy the rights tv Scafextrk to 
market a game like this — as a 
race game it stands up well on 
its Qwm in fact the title makes it 
all seem a little silly because the 
game doesn't have any real 
elements of slot car racing. I'm 
sure Leisure Genius could have 
produced something more like a 
Slot car racing game if they'd 
thought about n If you are a 
racing game nut then fake a look 
at this — it isn't had, but by no 
means is it a classic. 

the car round corners. If you take 
a corner too fast then you'll skid 
to the opposite kerb and slow 
right down until you can regain 
control of the car again. The car 
is virtually indestructible so you 
don't have to worry about blow- 
ing up if you treat it roughly, 
although If you do take things 
too fast you'll lose precious 
seconds when you start to hit 
the kerbs. Careful driving IS in 
order — especially through the 
chicanes! 


Presentation 88% 

Very easy to use track designer 
but a few minor niggles such as 
annoying delays. 

Graphics 75% 

Biq, bold cars but no true feeling 
of 3D when driving, 

Sound 68% 

Reasonable rendition of the BBC 
Grand Prix theme and good 
effects such as the screech of 
tyres. 

Hookabllity 76% 

AH the addiction of a good race 
game. 

La stability 80% 

Three very tough computer car? 
and a two player option plus the 
ability to race your own circuits. 


Value For Monty 75% 

All hough Pitstop II is the same 
price, Scafextric has enough 
redeeming features to make it 
worthwhile. 

Overall 78% 

A competent race game, but is it 
too late? 








THE HRYOF THE 



Become a master of th is mysterious a n cient art: prog ress from 
novice to Tenth Dan and test your strength and discipline. You can 
control your character with either joystick or keyboard - 48 
different manoeuvres including blocks, flying kicks, leg sweeps, 
roundhouse and even somersaults! 

Challenge the computer, facing opponents of progressively 
greater skill, or compete with a friend. THE WAY OF THE EXPLODING 
FIST has if all - addictive competitive action, dazzling graphic 
animation and sound, rhe wait is over - you are about to face the 
challenge of a lifetime! “Spectacular, startlingly original epic, 
most televisual game I have encountered. - Daily Mail, 

• Quite simply the best proglam.” - Popular Computing Weekly 
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ii The Way of the 
Exploding Fist is 
virtually beyond 
criticism - 
technically brilliant 
and visually 


absorbing, JJ 


P OF U LAR COM PUT I N G WEE KLV 


it Melbourne House’s 
karate simulation explodes 
on to the Amstrad. This is a 
great arcade scoring game 
as well as wonderful family 
entertainment. 

!n Way of the Exploding 
Fist, Melbourne House 
have scored a great hit. J J 


AMTIX 


it As a sports simulation, 
this is one of the finest and 
most realistic we have 
seen. As an arcade game, 
it’s addictive and pacy. Its 
clearly destined for the 
top. JJ 


SINCLAIR USER 


id can’t tear myself away 
from this hit game, a karate 
contest called The Way of 
the Exploding Fist.JT 

DAILY EXPRESS 

i (The graphics made my 
eyes pop out. Fantastic 
sound effects, state of the 
art animation and brilliant 
game play, One of those 
games that you can get out 
timeandtime again, jj 


ZZAP 


ii By far and away the best 
sports combat simulation 
available. Exploding Fist 
on the Spectrum is the best 
game, JJ 


CRASH 


AVAILABLE FOR THE C64 ON DISK 
AT £14.95 AND ON CASSETTE FOR 
AMSTRAD AND C64 AT £9.95, 
SPECTRUM £8.95. 


MELBOURNE HOUSE 



m 



Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond, TW10 6TF. 

Trade enquiries call OT 940 6064 

Available from selected branches of ( 3 $$), w H SM ith , ^UliLULliil. HrtMXJPQRTVf , LASKYS . Rumbeiows 

Spectrum Shops, and all good software dealers 
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THE BATTLEFIELD - , 

rsdai Idmh a * gud^fl dceJs a^d 
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THE ULTIMATE CHALLENGE ot Super Zaxxon is here. Based on the arcade classic, you knew this challenge was 
coming, but now we ll see if you re ready for it. 

Selected U.S. Gold lilies are available from all leading computer stores. SQ’dS £ 1 A- 9 S 

U.S. Gold Lid,, Unil 10, The Parkway Industrial Centre, hteneage Street, Birmingham 67 4LY. CASSETTE 9 DISK II 












Any regular user of compunet 
wili (ell you (hat there is an absolute 
wealth of information just waiting to be 
accessed, There are programs, utilities 
and pages of information from 
Compunet itself, but the bulk of 
Compunet software comes from the 
users who upload demos, programs and 
views into the Compunet mainframe for 
others to use and enjoy, 

The area where programs can be up 
and down loaded, and one much 
frequented by Compunet users, is 
called T he Jungle, Here there are 
several main directories leading to many 
sub-directories. For example four very 
popular di rectories in The Jungle are the 
Art Gallery, Games, Chatline and 
Music Hall. If you go through a main 
directory to, say, the games section then 
you're given a sub-directory containing 
many programs, demos and 
information on games software. 

The art Gallery, run by Tony 
Crowther, is where users with an artistic 
bent can draw up pictures and upload 
them. If they're any good Nike Bob 
Stevenson who drew the Ram bo picture 
printed last month) they get included in 
the Hall of Fame' where there are 
personal directories containing a 'folio' 
of the user s work. Other users can then 
access those directories and download 
the programs so they can admire the 
artist’s work. You don't have to be a 
brilliant artist to get you r programs 
included — thereare other sub-sections 
in the Art Gallery like the world's worst 
art section! Here some REALLY dire 
pictures are uploaded (usually done 
with Commodore keyboard graphics), 
Some of them are very funny indeed, 
one called 'horse race' particularly 
caught our imagination — all it showed 
were a few PI signs trundling across the 
screen, tven members of the ZZAP! 
team have uploaded an effort called 
'crash out' which looked like a crashed 
Commodore screen ! 

The Music Hall is another very 
creative section where users can 
up /down load music programs, it is here 
that a certain 'Mighty Bogg' (Compunet 
ID: GM3) has become a cult hero by 
producing some of the best 
Commodore music this side of Rob 
Hubbard. Some of his classics indude 
Axel F, White Wedding, Shake the Disease 
and The Snowman, aJ I very good and well 
programmed tunes. Tony Crowther has 
a few pieces in the Music Hal! too, 
another version of Axel F and the Led 
Zepplin classic Stairway to Heaven. 

A very populararea in the jungle Is the 
Gaines Section. Here users (both 
famous and unknown) upload their 
programs for others to tryout, be they 
utilities, demo programs or even mini 
games. Most of the programs are free, 
but occasionally you'll be charged a 
small sum if it's big and complex. Quite 


a few famous names crop up in this 
department — a certain Yak the Hairy 
(ID: LLAMA) has quite a large directory 
full of demonstration progs and news. It 
was from his directory that we got our 
first look at some of the subgames from 
Batalyx - the Syncro 11 and fridis Base 
screens were put up long before the 
ame was finished. Tony Crowther also 
as a directory in the games section (be 
seems to get everywhere in Compunet), 
although it's rather sparse at rhe 
moment with only one program in it. 

A really brilliant feature about 
Compunet is its Chatline. Using this 
you can talk to Commodore owners all 
over Britain, The process of chatting is 
very simple — all you do is log onto the 
Chatline directory and upload a frame 
(or frames) of text. All text frames are 


put into a directory for everyone to have 
a look at. If you see something that 
catches your interest or makes you 
annoyed then you can upload a frame 
and tel! every body just what you think. 
Quite often you'll see the likes of 
LLAMA and ZZAP! make an appearance, 
giving you a chance to gossip, give your 
points or even ask questions. 

Another way of contacting other users 
is through the more private Mailbox 
system. Here you can send personal 
messages to one another which can be 
viewed when the user logs on. 

If you're having problems with your 
64, running programs or whatever, then 
you can make use of the Helpline. Here 
you can upload a frame with your 
problems and get a reply which should 
solve your troubles. 


It it s news you're after then you 
should make a bee-line for the 
Compunet news section. This is quite a 
large directory containing all the latest 
news and gossip from the world of 
computers. 

If you're new to Compunet and are 
slightly confused about using the 
system then you can always look up the 
Information pages where you're given 
hints and tips on how to get the most 
out of Compunet. 

Adventurers are catered for in a big 
way with Compunet's own MUD (Muiti 
User Dungeon) adventure. You can log 
into MUD, explore, meet and fight 
other adventurers in a large interactive 
adventure environment. There's also a 
large MUD club section with news, 
views and tips for new users. 


Should you be a more serious 
Commodore user and business is more 
in your line then you can always log onto 
the Business Jungle. Here there are 
many, many directories chock full of 
business programs, word processors 
and news sections. There are also 
directories containing reviews and 
articles on business software. 

Compunet seems to have sections for 
anything — there's even a lively 
directory called The Pink Triangle 
which caters especially for gay 
Compunet users. 

Now, of course, there's the ZAP Club 
which gives you the hottest games 
news, views, reviews, cheats, pokes, 
tips, adventure help and club offers. 
There's never been a better time to buy 
a modem . . . 
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WHAT THE COMMODORE MODEM OFFERS 

The Commodore Modem is a gateway to the exciting world of 1200/75 Baud Communications. Explore 
famous databases like Prestel and Micronet, using software ava liable free on Compunet. Communicate 
with others nationwide at local call rates using user-to-user software — free on Compunet. Log on to 

scores of private Bulletin Boards. 

WHAT YOU'LL GET OUT OF COMPUNET 

Your very own private electronic mail facility — FREE!!! Scores of free programs — Hi Res graphics, 
music, games demos, utilities. All available for you down your telephone line. 

Tips and hints, chat and gossip, scores of mini bulletin boards. Over SO free educational programs to 

help with exams. 

All this and much more for you to browse through as you choose for up to six hours in each three month 

period. 

GET ZAPPED IN THE ZAP CLUBI 

Your own special Compunet area: News, Views and Reviews, cheats and pokes, adventure help, 
clubhouse, special offers . . everything you want to keep up to date with the games scene. 

Plus — your very own copy of ZZAP! 64 delivered to your home each month! 

Only £49.99 for all this — and only £9.99 every th ree months to keep your ZAP Club membership 


Yeah, great, this offer sound* too good to miss, i want a 
Commodore modem, a three months basic subscription to 
COMPUNET & three months membership to the ZAP CLUB, 
so here's a chegue/PO for £52,49 [inc VAT and p&p) made 
payable to the 'ZAP CLUB'. 

0 1 1 , by the w jjy , my nsmt is. ....... . . ........ .......... ... 

And I live at 


• THREE MONTHS' 
SUBSCRIPTION TO 
ZZAP! 64— POSTED 
TO YOU MONTHLY 


• THREE MONTHS' 
BASIC 

SUBSCRIPTION TO 
COMPUNET 


• THREE MONTHS' 
MEMBERSHIP OF 
COMPUNET'S ZAP 
CLUB 


JOIN THE 


COMMUNICATIONS 


REVOLUTION 


Mega-special ZZAP! Offer 


Exclusive to Our Readers!! 




ALL YOURS 
FOR ONLY 







Available from all good software retailers - if it's not there, please order it - or in 
case of difficulty send your crossed cheque/P. O, made out to 
ARIOLASGFT UK LTD., including your own name and address, to 

Ariolasoit UK Ltd., Asphalt e House, Palace Street, London SWlE 5HS. 


UK nrdipft' only: Priu* include!* Plea so allow 2& days for dc.-li v<iiy , 










1 



Retailers don't always have everything in stock you 
might want, but if it is within our power to get it for 
you, then we will. Any of the software reviewed in this 
or any issue of 2ZAP ! 64 can be ordered using the form 
below — in fact any available C8M 64 software that 

exists we will get for you. 

ZZAP! 64 Mail Order is backed by the resources of 
Crash Mail Order (in association with the Spectrum 
magazine CRASH) which has been supplying more 
than 100,000 Spectrum users with mail order items for 
over 20 months, so you can be sure of the very best in 

service. 

There's no mail order catalogue involved — just use 
the prices quoted in the pages of ZZAP! 64 or the 
known retail price. If you have any queries just ring the 
Dumber shown on the form and our staff will advise 
you. Anyone may take advantage of the discount 
coupons on the form which allow £1 off orders worth 
more than £20 and 50p off orders worth more than 
£T0. Postage and packing is included in the price of the 

game. 

Nothing could be simpler — fill in the form today and 

order whatever you like! 



IP 


‘ l- 1 




0k 


ZZAP! 64 MAIL ORDER FORM 


Telephone Ludlow (0584) 5620. 
Please send me the following tides: Block capitals please! 


Title 


Producei 


All priors ir« as Quoted under feview 
headings orfcngwn ratail prices and includa 
AT. ZIaP ! 64 makas no Ch&rg& f OP rpgjt or pacing 
imide the UK, Customers in Europe ah ciutd add 
She rau-ivaliant qF 7Cp per iccim, Ou-tfrid« Europe: 
wnre FirSJJ so that uve may advise an postage rale*. 


Please make cheques Sub Total: £ 
gr postal orders 

peyaUH to ZZAP 1 64 Less Discount £ 

Total Enclosed; £ 


Amount 


Nsme* „ . t f , 

Subscriber No, 
if applicable 


Address 
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SPECIAL DISCOUNTS 

£1 
50P 


OF* ANY ORDER WORTH 

more Than £20 


OFF AN V ORDER WORTH 
MORE ThAp^I HO 


Sorry -only ONE voucher perOrderl 


ZZAP! 64 MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SYS 1DB 
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5/ fmagine Software ( i 984}, 6 Central Street 
' Manchester M2 5NS. Tel: 061-834 3939. Tefex: 669977 

You can almost feel the tension of the big match breaking through the screen . . . the expectant crowd is almost 
on top of you! you neton the service with a Top-spin Backhand, then a F orehand Back-spin, the ball bounces 
high from your opponent's looping, defensive lob . . . SMASH ! ... a great shot opens the score , . . 
but tins is only your first point/ Play head to head or against the computer in this, Konami 's first and best 

table- tennis simulation , 
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Christmas is supposed to bt; a time of goodwill to all men (and 
women), so it would have been fitting to only print nice, 
glowing letters. But wouldn't that he boring 1 Fortunately, 
ZZAPf readers ere anything but nice (with some exceptions of 
course, probably you), and so the letters reflect this! No real 
obsessions as such in this month's bag, except a handful com 
plaining about the Commodore Horizons Show. On glancing 
through the selection, disably aided by Julian RigrmlL a man 
with his ear to the ground, I thought the following letter was 
interesting (or raised interesting points), and deserved the cult 
status. Letter of the Month . . 




rndiW* 

fiKnuit thi« LinH 


ABOUT THIS AND 
THAT ✓ 

Dear ZZAPF 

On a computer TV programme 
(Video & Chips), a few days 
ago, a game ceiled Cobra 
Command was being played 
on an MSX. At my nearest 
Arcade there is the same game 
on one of those Video-disk 
machines. I know that the 
graphics on this sort of game 
are not actually created by the 
computer but could you tell 
me exactly how they are done, 
whether this sort of effect is 
possible on the C64 and tell me 
the kind of equipment (and 
price) necessary to produce 
the effect? It may be 
interesting to have articles 


about this kind of thing (purely 
gaming, of course) instead of 
printing useless reviews of 
horrible programming bits 
and pieces such as the Basic 
Toolkit Cartridge {ZZAP! 7), 
Actually, while I'm on the 
subject of programming, f 
have noticed that people have 
begun to ask for listings and 
other non-gaming things. My 
views on this are if they want a 
mag with things like that in it, 
they should buy another mag. 
Th is is the one and only decent 
games mag for Commodore 
owners and it would be a 
shame to spoil it because of a 
selfish minority. 

Also, when review in; 


games, ) think you should print 
the release date as all the Latest 
titles can take up to two 
months after the review to get 


to where I five. Lastly, over the 
past few months, the number 
of games reviewed each issue 
has diminished a fair bit. Are 
software houses reluctant to 
pass on review copies of their 
games because they're 
worried about not being able 
to pass the ultimate ZZAP I 
test? 

RJ Downer, Raleigh, Essex 

A good point, the fast, Mr 
Downpr. fn the main software 
houses went to get goo d 
review reaction os early as 
possible as it is supposed to 
help sates. But if there is some 
doubt in their minds as to what 
the reaction wilt be, then 
sometimes they feel it 's more 
sensible to advertise well, and 
release it to the shops before 
letting any mags see it. This 
way the reviews follow six to 
eight weeks later, too fate to 
destroy the game's safes if the 
reviews am bad 

t think f agree about listings 
and the like, but it seems a 
shame to pass on some of the 
utility reviews we can do, 
because there are plenty of 
people, not just a selfish 
minority, who get pleasure 
from such programs as wet! as 
games. 

ft's true that video disk 
games have already appeared 
on MSX machines. If you 
visited the PCW Show at 
Olympia this year, you will 
probably have seen a stand 
showing a video disk game, i 
don 't think it is being seriously 


marketed however, and this 
was just an eye-catcher. In 
theory there's no reason why it 
shoufdn 't be done for the 64, or 
any other machine for that 
matter, but the cost of the 
hardware would be very 
unattractive, on on those 
grounds t can't see anyone 
taking it up as a commercial 
proposition. Personally, l find 
such games effective fora few 
minutes, then a terrible bore. 
What would make the 
difference is if you could react 
with the video graphics better , 
but you can't 'write' to a video 
disk. There's some argument 
that compact BOM disks may 
be usable, on which you can 
only 'write' once, but since 
they have giga-byte storage, 
that would hardly matter. 

Once again though, the cost 
would he extraordinarily high. 

In effect the system works in 
a manner not unlike Chroma 
Key on TV, There they tell the 
camera looking at the actor to 
ignore anything in the image 
that is blue for it can be yellow) 
and fill that Space with the 
image coming from a second 
camera, thus mixing the two. 
On the computer the program 
puls its own generated images 
on a black ground and tells the 
computer to access from the 
video disk to fill the black 
spaces. The Video disk is then 
being used in a similar fashion 
via random access to your 
ordinary Commodore disk 
drive. 

LM 






LASER THE 64 

Dear Lloyd, 

I would Nke to ask you and the 
rest of the gang if LASER 
VISION and games like 
Dragons Lair t Space Ace f 
Super Don Quixote end all the 
others will be an it. tf so, haw 
much will it be and when will it 
be available on the 64? 

Danny Master son, London N4 

/ think the reply to the fetter 
above has answered your 
questions Laser vision on the 
64 is a pretty remote idea f 
should think. 

m 


FACE THE FACTS 

Dear Lloyd, 

I'm writing to you about 
ZZAPI's biased opinions. 
Being an ex-Spectrum owner 
and an ex-CRASH reader, I 
know inferior mags tend to be 
biased, CRASH has never 
printed a biased opinion and 
as ZZAP! is its sister magazine 
I thought that the same would 
apply, but NO. What am I 
waffEing about??? 

A 'faniasticVgraphically 

brilliant', 'classic' snoot em up 
Paradroid, After months of 
build up why couldn't ZZAPf 
face the true facts? 

After receiving a copy of the 
game and reading the 
nm maculate' instructions I 


"OWLET* 

li 



didn't have a clue of even the 
object of the game! As for the 
97% graphics^ surely they are 
no match for an undeleted 
94% for Skyfoxl How could 
you cab ite classic shoot em up 
when you have to wait 5 
seconds between each shot? 
Nothing like the speed of 
Skyfox * Piease don't ignore 
my views, print the letter and 
a sic others what they think of 
Paradroid. 

R Somaiya. no address 
supplied 


First of afi, fust because a 
review, or reviewer, raves 
about a game, it doesn't mean 
he '$ biased — on those terms ft 
means you are biased about 
Skyfox. Anyway, as an answer 

ZZAP! 64 


to your comptainb here's 
Julian Rignafi . . . 

Perhaps you should have let 
the game run a little longer— 
the instructions in the game 
are amazing and ted you 
exactly what to do. We didn't 
have any trouble in finding out 
what to do WITHOUT 
instructions when we first saw 
it. Maybe it's all a little too 
much for you to comprehend 
A/so, the presentation within 
the game (being able to find 
out about alf the robots) is e 
brilliantly thought out idea, 
and fully deserves the mar* it 
got The graphics ARE superb 
— totally original, brilliant 
scrolling routine and again 
deservtng Its mark. Other 
magazines A G REED with us on 
the point that it IS a superb 
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Championship Lodz Runner 
will be released? 

7 Do you know why ALL 
Com mod ore g rimes cast more 
than Spectrum games even 
though it is i he same game? 

R Durrant, Cromer, Norfolk 


ALWAYS ASKING 
QUESTIONS 


Dear ZZAP i 

I'm just writing writing io ask 
you a few questions. 

1 . When you review games do 
you use the disk version or the 
cassette version? Thts is 
important as quality can differ 
quite a bit between them 

2. How come you are doing an 
article on modems when in the 
firs! issue you said there would 
be nothing about hardware 
add-ons. 

3. Why have Airwplf and 
Bteckhawk been banned from 
the ZZAP! challenge just 
because they have unlimited 
lives pokes? Dropzan& t 
Revemre and many more have 
these pokes but arenas 

e x c l Lid eel. 

4. Where has the Winter 
column gone 7 

& PI ease can we hgve an 
arcade section in the rrm:.f, 
Most 64 gamers play arcade 
games and would appreciate 

bne~ 

6. Do you know when 


1 Usually the disk comes first 
hut we always get to see the 
cassette version. 

2. if was expeditor Chris 
Anderson who said that — 
we've changed editors and out 
points of view since then, and 
Newsfieid always wanted 
SOME coverage of relevant 
hardware, 

3 . Jaz sez that Revenge never 
ready appeared, and the 
Drop? one scores are aid ones 

4. To Commodore Horizons. 

5 J&z woutd to ve to do one — 
keep an eye peeled m the New 
Year r . , 

6 No, 

7. Treditionafiy because the 
market is smaller so the unit 
cost is higher, sometimes 
because they are more 
complex, and sometimes 
because they am licenced, 
which costs a bit more. 

LM 


by the ZZAP! teams' review. So 
go me on lads, let's have another 
crack at Wizardry — and bo fairl 

Simon Rhodes, Warminster, 
Wilts 


rotten. Anyway, one prayer we 
can answer; my heart has 
been so mo ved by this sad tale 


game, and it has had many 
reviews praising its 
excellence, so what are you 
going on about? JR 
If this doesn't change your 
mind, then we’ll just have to 
agree to disagree. 


Our review hasn't deprived 
anyone of the game, Simon, 
after all, a review i$ $ review, the 
reader is still able to choose 
whether to buy or not ft hasn 't 
got 70 'huge levels' — there area 
few levels over 70 ‘ROOMS 1 , 
which doesn't make it so huge — 
though size in itself isn't 
necessarily a factor. And none of 
us are entirely sure where all 
that action is. In fast month “s 
Rrap, Andrew Sandle, having 
completed Wizardry, wondered 
where the much vaunted Victory 
Theme had vanished fo. / must 
admit, I quite liked the tunes in 
the game, but others on the 
team were doubtful that they 
were as wonderful as recent 
offerings from other composers 

— nevertheless, a rating of 86% 
can 't be called bad 1 1 

No, the ZZAP I team have 
nothing against The Edge, and 
no-one pays us to 'Stag them off ' 

— what a simply ridiculous 
suggestion. Their Spectrum 
game FairUght gat a rave review 
in CRASH, and nearly everyone 
on ZZAP! has seen, played and 
equally raved over the game — 
so there, 


JazGazzaGaz agree with me) 
that I'm going to send you a 
couple of games. 

Spectrum ones for your 
brother 
LM 


GRAPH It 


was the ski jump from Winter 
Games. Of course, on dosing 
the mag, I found it was ZZAP! 
64. 1 pondered on the problem 
until I came up with the 
answer. 

I sold my Spectrum games 
to the Imbecile for £100 (he's 
obviously a stupid imbecile) 
and went out and bought a 
CBM64 but I couldn't load 
anything (not that! had 
anything to load) because I 
didn't have a C2N cassette 
player. So, I sold my cassette 

imbecile 


NO GRAPHICS 


Dear ZZAP! 

1 have owned my Commodore 
64 for almost two years and of 
ail the games f have played I 
find adventures by far the 
most enjoyable and absorbing 
games on the market. I have 
played both text and graphic 
adventures and have reached 
the conclusion that that 
graphics are a complete waste 
of time and a criminal wasts of 
valuable memory space. Not 
only do they fail to make the 
game any more interesting but 

K ou also end up paying a much 
ipher price for the so called 
'pleasure'. Surely the vast 
amount of memory used to 
create these graphics could be 

E ur to better use such as a 
etter vocabulary, more 
complex problems or even 
more locations? 

If software houses wish to 
create the rioht atmosphere 
then I would suggest better 
sound effects as these have 
much more of an effect than 
pretty pictures and use far less 
memory. 

I would be interested in what 
other adventurers and 
budding wizards think, or am I 
the only person who is 
unsatisfied with useless 
graphics and limited 
vocabularies at high prices? 

M Hopkins, Redditch 

Your views speak for 
themselves: The fnfocom 
adventures, which are 
regarded as being state-of-the- 
art, have no graphics OR 
sound. Some adventures, like 
the disk version of The Hobbit 
have graphics an d music 
which work realty well, but on 
the whole / think that most 
adventurers prefer to imagine 
their surroundings rather than 
have them drawn up on 
screen, After ail, who wants to 
read a brilliant novel with 
illustrations ? They were tried 
fora while, but have largely 
been dropped now. Whht DO 
other adventurers fee/7 


player to the Stupi 
for £40 and bought the C2N. I 
still can't load anything 
because I've run out of money 
and things to sell the Imbecile. 
Ah well. Twill just have to save 
some of meagre salary (even 
less than yours, Lloyd) and buy 
a Mastertronie game (mv 
income really is that low), 
Scott Cooper, Wantage, Oxen 

Great Scoff, Scoff, what kind of 
loving brother are you? I? I 
mean. I’m delighted you've 
f alien- in love with a 64, but it 


Dear Big Lloyd, 
lama newcomerto ZZAP! but I 
did get CRASH and so I am an 
ex-Speetrum owner {by the 
way, you can calm down — it's 


Dear ZZAP! 

Generally speaking l agree 
with 99,9% of your reviews, but 
oh boy have you goofed this 
lime!! 

The game I'm referring to is 
Wizardry. Have you got 
something against The Edge 
team? First Brian B/oodaxe (I 
know it's not that good — but 
still), and now this. Do you 
dislike Steven Chapman? Does 
someone pay you to slag off The 
Edge? 

In my eyes Wizardry is an 
excellent game. Us Commodore 
owners rarely get a decent 
arcade/ adventure and when at 
last s really big, juicy game with 
lots of action and puzzles 
arrives, you slag it off. I disagree 
with you on the point that it is 
too complex — come on, it's not 
that hard. Once you have all the 
spells it's fairly obvious how to 
use them. You also say that the 
game would not keep your 
interest. Rubbish! With 70 huge 
levels to complete it should keep 
you at it for ages. 

1 think you should rewrite your 
review or at least print my letter 
so that all those people who are 
being deprived of an excellent 

g ame have got a chance of 
uying it without being put off 
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DUM DUM DOO 
DOODAH DAH »«* 
AGGGGH 


Dear ZZAP! 

Ptease will you tell US Gold to 
change the loading tunes on 
their Novaload games. I know 
they're trying to be patriotic 
but isn't this going a bit too 
far? 

For example, some months 
ago I bought Spy Hunter, only 
to have The Star Spangled 
Banner and Yankee Doodle 
Psndy rammed down my 
ear holes. The same thing 


happened when I bought 
Bruce Lee, Surely loafing 
music should be enjoyable * — 
not having you diving far the 
volume control, When I saw 
Summer Games on a friend's 
machine, there was no 
Novaload, so imagine my 
surprise when I bought 
Summer Games if only to be 
forced to listen to that awful 
music again. We hear enough 
of the tune at the Olympics, 
How would the Yanks Irke it 
if British games had God Save 
The Queen and Rule Britannia 
as loading music? We have 
tunes like Chariots of Fire on 
Mypersports or Living On 
V ideo in Frank Bruno r s Boxing, 
S Moore, Liverpool, 
Merseyside 

/ agree with you r There are few 
things in fife more teeth - 
aretmg/y stressful than Liddon 
loading a US Gold game In the 
beck room and disappearing 
upstairs leaving the monitor 
with its volume at fuff blast. 
While the "patriotic* American 
tunes were novel fora game or 
two, they realty have become 
annoying now. indeed, f think 
US Gold are actually 
damaging their safes, f'd fove 
some decent tunes — so come 
on Tim , it's time to windup the 
^ramophon^ again. 


MORE HARDWARE 

OearZZAP I 

J have been a Saithful follower 
of your magazine and think that 
your ZZAPSTICK! reports are 
brilliant. Please could we have 
more special hardware report? 
on the Commodore disk drives 
(end any other diskdrive 
compatible with the 64|, and on 
the new Commodore 128 
computer. Is it really worth the 
extra cash? Will it have a lot of 
software in the 128K mode7 

So come on ZZAPf, help your 
readers invest their pennies 
wisely. 

Imran Choudhury, Stourbridge, 
W Midlands 


We ha ve been under pressure 
not to include hardware in 
ZZAP? f but we Think ifs worth it 
now and then, and f Vs nice to 
see that people do want such 
articles . Whether we 7/ co ver the 
128 very much is going to 
depend on (he software 
situation , stiff rather in a flux at 
the momen t — it would help if 
Commodore themselves would 
send us one along with the new 
fast disk drive so we can suss out 
the comparability problems, 

LM 
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B DISKS 


MISSED ME OUT! 

UK you ZZAF! Morons, 

PRINT THIS LETTER OR I WILL 
SHOOT MYSELF! 

I will relate to you a sale of 
groat misery and wtse. Cue 
violins 

II was the day ZZAP! seven 
Came out. A certain converted 
Speccy owner rushed out and 
bought it, much to my eternal 
grumbling as we subscribers do 
tend to get rt Five days late. 
Looking over his shoulder rather 
obviously, I surveyed the 
competition re autos {HI win one 
day), the fab reviews Etc. etc. 
When I came to the White 
Wizard bit , , . WOW! My name 
was in there f I rushed home to 
spread the good news. 

Five boring days later my 
ZZAP i arrived 'Hey look, my 
bit's in here, in the White Wiz- 
— where is it - must bo here 
somewher e — eh 7 Wh at 1 s g o i ng 
an? r I rushed back to my 
Spectrum esq ue friend and, not 
pausing for breath, found it was 
On page 86 — yay! 

Rushing back home, I Flicked 
through my ZZAP! . 'Here we are 
— pan 77, page 78, page 91 — 
WHAT!?' Did my beady eyes 
deceive me? I checked, but no, 
pages 79 to 90 got lost 


somewhere between the 
printers and Denise Roberts. 
Also pages 43 To 54 P quite 
logically, had gone. ANSWER 
FOR YOURSELVES, or I will read 
Commodore User in future! 

Some other points of interest 
— can you use the created music 
f r o m Activ i s i on ' s Music Maker 
in your own programs? Can l 
write on a postcard instead of 
using the T op 30 entry form? 
When will you issue ZZAP ? 
binders as my mags are falling 
to bits? Will you send me a 
ZZAP [ with all the pages in it? 
Bob King ham, Walthamstow, 
London £17 

Fade violins . . , whal an 
absolutely ghastly experience 
lor you. Boh , no wonder you 
sign off as 'Pretty Netted Off \ 
Our hearts go out to you, and 
yes we realty can send you a 
ZZAP* 7 with aft the pages in it 
Activision 's program is called 
FHE MUSIC S TUDIO, and no you 
can Y use the results in your own 
programs. r I r m a fraid to sa y. Yes, 
you can use a postcard, so long 
as you ensure all the required 
details are included on it and as 
you see, (he ZZA Pf h toilers are 
now available, and very smart 
they look too. 

LM 
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DIRE STRAITS 


D&ar Lloyd, 

1 have jus! sold my Spectrum 
and I'm thinking ot getting a 
Commodore 64, but I'm 
worried about the future of ihe 
64 because they're going tb 
stop making them soon, I don ! 
went Eg buy a Computer which 
won't have any new software 
for ii aftE-i a year or two Could 
you give me some advice 7 
Quentin Somerset, Thame, 
Qxon 


/ sh ouldn f t worry ton much, 

Quentin Thera's ph'ntv of lift 1 

in the machine yet and 

sc j U Wi ? re t s if u&uvin cj up ir ^ i he 

States 

LM 


you ought to start a new 
section called ZZAPl CCRAP. 

What have you been 
wasting ink and paper for? Oh 
no Lloyd don't deny it. You 
have put a Cascade BO advert 
in the mag. Stooping to this 
has ruined the mag. 

When the December issue 
comes out l shall go into the 
newsagents and look through 
it, and if there is one Cascade 
advert, or anything similar I 
shan't buy the mag. 

Let's finish on a nice note, I 
love the mag. Commander 
Leach e's letter was fab. I 
sympathise with him over the 


456 agents on impossible 
Mission, I have the game too, 
crikey it H s hard t 

M Gat t ie , Knutsfcrd , Cheshire 

There's not a tot f can say to all 
that I HOWEVER t see the 
Rigna/l beast has returned and 

I m ■ 

if you hate ail other 
computers then you must be a 
complete thick o of chum. 
You’re the type of dimwit who 
still plays his 78s on his wind 
up gramophone whilst 
everyone around has 
upgraded to Compact disk. 


UNFINISHED . . 
UNFINISHED??? 


Dear Lloyd, 

What's all this about the mag 
doing Atari reviews. I HATE ell 
home and personal computers 
apart from the 64. There is 
nothing that annoys me more 
than a Spectrum, BBC and ail 
the Other computer reviews, t 
don't want to hear about 
games that aren’t coming out 
fo r the 64, If you want to 
publish letters like Filthy Fred's 


Dear Lloyd, 

1 totally agree with the | e. tt « r 
sent in by Duncan Hale (ssh 7). 
When I saw your review of ihe 
Activision Little Computer 
People Discovery Kit I went 
straight out {with the 
nscfisssrv dosh} Jo buy iL But 
wait, it hasn't even been 
released, and probably tsfi t 
even finished, so how come 
77 API 64 reviewed it? 

Please tell Oliver Frey that he 
is an amazing artist and please 
ask him to do a self portrait. 
Will you be doing any more 

pull-out centrefolds, and if not 

why not? 

Have you played the arcade 

□erne Galaxy R an S, e ,[_- s , . 
really something. Why not do 
a section on new arcade 
games? 

GaryBsylev.York 

PS. What is the Score lord s 
real name 7 

The LCPKit has bean under 
development for some time 
and finished dMrs were ready 
v&ry soon after thsPCW Sno* 

ii t j r - _ jib j-hhjLi fjJrih Sfik/ 


coo ted down can you please 
leH me what FX means in your 
sound ratings. 

Anton Inniss, Wembley, 
London 

Disk-based games are a bit of a 
buying problem , largely f 
suspect because they cost 
more, there are fewer disk 
owners than cassette owners 
and therefore it's riskier for the 
shops to stock disks in 
sufficient Quantities, 

Hopefully, this situation might 
improve with timer 
EX simply stands for 
* effects ' . I'm tofd by Roger 
Kean , who used to be a film 
editor, that ft's a bit of technical 
fifm editing jargon. When the 
sound for a fifm is made, it's 
buift up of many tracks /aid in 
synch to the picture on 
magnetic recording fifm. 
These tracks carry all the 
sound effects, end they ere 
conveniently known as EX 
tracks, get it? 


Penn end Julian fiignalL I hope 
you find the culprits and show 
them a few of your gold medal 
winners. This will surely make 
them agree that the 
Commodore 64 arid ZZAPl 
rule and that the Spectrum is a 
ru bbe r doo rstopper. 

Terry To wnshencL Great 
Yarmouth, Norfolk 

Move over Lloyd, lemme 
speak . . , There's quite a bit o f 
competition in the Newsfieid 
Towers about which mag is 
the best and all that . ZZmPI, of 
course, IS the best and the 
other mags (CRASH and 
AMTlXff get jealous and try to 
make us look silly by saying 
things about us. The thing is 
they f re the ones who end up 
looking dim because we don't 
bother to go down to their 
level and reply to their feeble 
and childish phesf Anyway, 
what's the point of slagging off 
the Spectrum? It's a bit like 
kicking a — 

. , h that's quite enough of 
that Julian. Get back to your 
machine and work I 


Deer Lloyd, 

I was one of the many who 
went to the Commodore 
Horizons show during October 
and I was totally and utterly 
disgusted at what a shambles 
it was. I mean for a start no-one 
except the few who buy the 
mag knew about the test 
minute change of venue. Then, 
when I found the place (a ten 
minute job) f had to pay more 
money to enter because I had 
not received my tickets, and I 
had sent off forthem ono and a 
half months earlier. 

When I got inside I wished 
I'd stayed at the Novatel 
because it was a load of (com 
on page 20 2) ft was so small 
spread over eight minute 
rooms (and hardly any decent 
stands were there) which 
made it such a squeeze and a 
crush. The stairs were 
abominable, they were a 
hazard, and t d hate to think 
what would ha ve happened rf 
there' d been a fire. 

There was nothing to write 
home about (in a manner of 
speaking) about previews or 
new games, but the biggest 
disappointment was the 
ZZAPl stand. After a five 
minute damber around the 
Monty on the Run onlookers 
not to mention the ten minute 
Quest to Find the Lost ZZAPl I 
eventually found it up some 
obscure little staircase that 
was a b** # *r to climb, never 
mind for one person to 
descend at the same time. I 
eventually arrived anyway 
only to find tham writing to 
complain about certain words 
in the CRASH magazine (issue 
21). A poor Spectrum owner (I 
know how it fee Is, I owned one 
once) must have been bribed 
by your sister magazine into 
calling all Commodore owners 
'Commies' and ordering a 
commando raid on you. I also 
hear that in their competitions 
they said horrid things about 
your mega-review team Gary 


Ectoplasmic Dreadnoi 
but don't tell him tsai< 

LM 


THOU PAGES? 

Dear ZZAPl 

I received your November 
edition and was flicking 
h /°ugh when I discovered 
someth* ng was wrong. Pages 
missmg 1 42 to 55 and 73 to I? 
gone. I was amazed! Am I the 
pnlvono, or was everybody's 
like that lam a subscribed 
Craig Doidge, Glenrolles 

No, you re not the only one 
Cratq, t m afraid some copies 

Fxni^Ii miSS, . n 9 th3t section 
t tell you how many, 

because we don’t know. And 

some readers were missing a 

il^. ent t cfutch of Pe9es This 
« ctown to poor printing, or 
tohatmg where the people on 
the stitching line sirhpty 

™ S *?~jL 0U u P? 3bs 3nd never 

aboutA — Ve been totdoft 

u£ u ir 


NO, NO DISK 5 
OH II 


Dear ZZAPl 
I have not yet got e 
Commodore disk drive but 
would like to ask you why 
there are no disk games 
selling. I’m always walking 
into our local shops like 
Curries {sic}, Woolworth and 
Menzies and not being able to 
see a disk in sight People who 
have diskdrives might find it 
hard to buy games unless they 
have got contacts to tell them 
where they can get them from. 

The only place I seem to see 
disk games on sale is at a 
computer show, speaking of 
which, the Commodore 
Horizons show was the pits. 
I'm sure I'm not the only 
person who thinks so, other 
people have far worse things 
to say about it. 

Anyway, now that I have 


H. MH 5 £P ME 
Tbo^ * 
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You are? rfiall'y OK, Frey 
Were you born in (tie month o- 
May r Frey? 

Van Gough rules* 

AN ODE TO PAUL SUMNER 

Oh Paul, 

Oh Pau1 p 

Are you very tall, Paul 1 ? 
t hope you don’i mind this 
crawl, Paul 

But you are very good, 

NeiJ Alexander, Cardiff, S 
Glamorgan 

Ydych chi'n mynd i "r 
Eisteddfod? Rydych cht'n 
bardd da fawn! JR 
Thank you the b&rdd of 
AberytWfStith far least his 
Welsh spotting is better than 
his English — f think , J 
LM 


ANODE TO GARY PENN 

Oh Penn, 

Oh Penn, 

You have the mental age of 
tnn, Penn, 

You're Sure your name's not 
Kert, Penn? 

What a Ram bo * 


AN ODE TO ROCKFORD 

Oh Rock. 

Oh Rock, 

Da you love Mr Spock, Rock? 
Do you hgve the key to the 
lock. Rook? 

Of Penn's stupidity 

AN ODE TO OLIVER FREY 

Oh Fmy, 

Oh Frey, 


Alorsl VoiiaF C est fini, (Fm at work on a Uoyd Mangram Long 
French Word Dictionary at present, forgive me). But that’s ft for 
this festive month, Don't eat too much turkey and Christmas 
Pud, it's no good for the reaction times See you in 1986, 
Letters to: ZZAP! RRAP, PO SOX 10, LUDLOW, SHROPSHIRE 
SYS 1DB 


secret the army doesn't Know 
about it) and the secret agent's 
in Ludlow town. 

Okay Lloyd the game's up, 
you've been found out as a 
CRASH spy . You're selling 
information to the Americans 
or Russians (whoever pays the 
most). In the Nodes Or Yesod 
word square in the November 
issue there were at least two 
top secret statements about 
two secret weapons Julian 
fiignalf and Gary Penn, it reads 
Penn pongs and Rignall ronks. 
Maybe it's the truth but the 


Suddenly a thud Interrupted 
her thoughts, she raced 
upstairs and kicked down his 
door in Exploding Fist style, 
Graham la^ on the floor 
clawing the air. His fees was a 
greener shade of orange. His 
clothes were ripped* his hair 
torn out in great green lumps. 
He uttered one word : ZZAPf 
His mother dived down stairs 
and telephoned a certain 
number. Five seconds later 
Gazza the Pencil kicked the 
door in, 'Got your message/ 
he said brandishing a copy of 
ZZAP! and with that rushed 
upstairs closely followed by 
Jutes RignalL 
In the end Graham 
recovered His 'lack of 
ZZAPlitis' condition never 
returned. His mother joined 
the army and had 20 kids and 
they all frved happily ever 
after. 

Shane Stokes, Dublin 


world doesn't want to know. 

Anyway, a joke's a joke but 
this is getting ridiculous so 
stop it. Enough of this chatter, 
on with this Setter. Keep up the 
good work and don't worry GP 
and JR, not everyone hates 
you. My school friends and I 
think your the best pair of 64 

S amers in Britain. 

onathan Slater, Bedworth, 
Warte 

What iittet tot Out 
wordsquares are specially 
created on a Soper Cray if with 
absolutely no chance of 
anything remotely like you 
describe happening. 

LM 


DECODED 

WORDSQUARES 


Dear Lloyd, 

Okay all you guys at ZZAP!, the 
game is up. The whole nation 
is realising what you're doing 
with your so-celled 
'competition word squares'. 
Anyone with a weak heart 
please stop reading NOW 
please. You're actually 
transmitting secret 
information about the secret 
army base in Ludlow (it's so 


A SHORT STORY 


Dear ZZAPf 
Graham's mother was 
worried, ft was at feast six 
hours since she had last seen 
her son. Normally she 
wouldn't give a damn but 
lately . , . well, he wasn't 
behaving like his usual seif. 


AH part of the service! Sorry 
about the door though, the 
terrible two haven 't teamed 
how to Open them yeti LM 


Don't miss out on earlier issues! 

ZZAP! 64 has taken off like a blast of lightning I If you sure your collection is complete, after all, we 

have been unable to obtain copies of issue 1 , 2 or 3, wouldn't want any gaps in those ZZAP! binders 

NOW'S YOUR CHANCE ! which will be available shortly. 

We keep a limited stock of back numbers to en- 


M n 1 May 1 905 * Towny CrSwfhar • Staff of Karmth map/aolutkm ft MlljJc 

Programs • Lord* nt Midnkfrl map * Elite ft Shsdowfire 
No 2 Juh6 1 985 * Theatre E u roo?" ft Tir Na Nog map ft Ev^ryon^ 1 ® * Wally rtvap ft 

Game skiff lost ft Us Cold interview 

No 3 July T98S ft Dropzam ft E ntembed m ii p ft Airwolf map ft Arcade booanifl ft 
Paradroid diary I ft CKauv Chess 

NO 4 Augus? 1 985 ft Fourth Protocoi/E* plpdmg Fift/itaach Head It/ ft Shariowfirs 

map ft Denton Designs ft Paradroid diary f! 

No 5 September T9S5 ft Glimmer Games H/Frankie/Sfc yio k ft 54 Surgeries ft FVirndrjjid 

dis.iiy 111 ft Terminal Min Starts ft Spy v Spy I J/Mercc nary previews 
ft Flying High — inn* 

No 9 Odd her 1 985 ft Pat Person ft Wizardry/MeHua previews ft EJwtrMlta Pencil Co ft 

Za*pslteh! ft Paradroid diary IV ft Bying High II 


ft ParadroktGofcJ Midal ft tSftie Computer People 
ft ZzapstU&l ft Pull out pester ft MfftslerbfaateHl 
ft Zoids/Elekirnglid-e previews ft Kiddie garnet 
ft Elactro&cund Gold Medal ft Oawd Crane Interview 
ft Balaly*/&carfraeuS/AC£ 


Ho 7 Novti m her 1 365 


I would like to order ZZAP! 64 Back Number(s) 


BACK NUMBERS SPECIAL OFFER 

Each back number is available at 95p each 
(plus 20p for post and packing per item 
ordered). But why not take advantage of 
our special offer; 

• All three issues ordered at the 
same time 


Ptaau tlct lha correct bo* *□ 2H 3fl4 □ SDen T □ 0 □ 


Name 


40p off total!! 


ToLalf 


L es-s- Special Q+fiv tll$co«hl whofO applicable: £ 


Suh Total £ 


Piw#m«feftch^uWpO«ill ordore payable to ZZAP. It is best to #vo id 
sending cash [payment*. do not MWkt&a any order with mail to the 

editorial tide of the magazine as this mayrtMltJnftlayt Send your ordure to 
the addro&t below 


^P total (2Qp par itnmj £ 


Total enclosed : i 


BACK NUMBERS, ZZAP! 64 MAGAZINE, 

PO BOX lO, LUDLOW, SHROPSHIRE SY8 1DB 


>CU’r MSS out OtJ MY 
WW«R flPPEARtteES - 
oftPtk now fu 
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Flash 


STOP PRESS! HOLD THE FRONT PAGE ! 
and so on . . . 

Ah, I don't quite know how to pm this, but there is in fact a small 
error in th^: review of Mei&bofis* Nothing particularly nasty., honest. 
It's j?ust that Gremlin gave us a very early [completed) copy to 
review, and, er, we weren't told until too late that it was actually 
going to be released on the other side of another game, Bounder. 
So, do you think you could ignore the value for money and overall 
ratings, "cos they're going to be updated next issue when wc fully 
review Sounder. I shan't say any more about Gremlin Graphic's new 
jame P other than it r s dead good and has been the cause of many a 
late night for both Garys lor is that Garvej?— sounds like a disease 
of the mouth) 

Me too, Jez 


GETTING THERE 

F mm our Pioocchio 
correspondent 

Mercenary has at last arrived in 
the offices, but bsfore you start 
jumping up and down it's the 
Atari version. First of ail a 
cassette version (again Atari) 
arrived and we couldn't load it 
because we've only got disk 
drives. As you can imagine there 
was much f rustration and 
annoyance, especially when we 
couldn't get hold of a cassette 
deck {not in Ludlow anyway h 

A few days later the disk 
version arrived and from then 
on chaos has reigned. People 
like Liddon are constantly 
sneaking oh for a quick go , . . 

Anyway, we can say, without 
a doubt (noses getting longer 
with every utterance) that there 
will be a full review in the next 
issue. Talking to author Paul 
Woakes, he assured us that the 
Commodore version will be 
almost as fast, if not as fast, as 
the Atari SGQXL version. 


FAB N' BRILL NEWS 

Brought to you from our no 
Wham t news is good news 
expert, 

Alf you I uwerly people who 
aren't into that Tab' duo Wham! 
will be well pleased with this 

B iece of news. Melbourne 
Ouse aren't re I easing Wham — 
the Jukebox on the Commodore 
64! Phew, at least there's no fear 
that good o! r Grannypoos is 
going to make the mistake of 
buying you one and that you'll 
have to play it all through 
Christmas day just to snow her 
what a brill present she's bought 
you! 




WITH ONLY SHEEP 
FOR COMPANY 

The latest game from PSS 
( Battle of Britain a nd Theatre 
Europe fame) is a traditional 
wargame with the slightly 
controversial title Faikiands 82. 
Putting you in control of the task 
force you have to re-enact the 
little skirmish and repel the 
Argentinian forces and retake 
the island* 

Field Marshall Sean 
Masterson will betaking a good 
look at ft next issue. 


SHADOW FIRE II . . 
THE ENIGMA 
FORCE 

Our icon -driven reporter spills 
the beans. 

The long awaited sequel to _ 
Sbadowfire, Enigma Force is 


Involving the same characters 
as the fi rst a nd highly or ig i n a I 
icon -driven game. Enigma Force 
improves upon the graphics and 
has utilised and improved 
further the use of icons during 
the game. Some pretty complex 
moves can be made with the 
icons, and in fact there's so 
many that the bottom of the 
screen (where the icons are 
situated! scrolls left and right $o 
you can see them alt ! 

The graphics are pretty 
diffe rent too — rather th an th e 
o)d plan view. Enigma Force has 


l\ :?*T- i*t i V T i iVJ l ' iV J 1 1 


Entombed), IT all looks very jolly 
and very complicated, and at the 
moment we're trying to 
persuade Sean to review it ■ , . 


CHRIMBLE 

goodies from 

ABIOLASOFT 

From our software h <**es 

wh tch - a re-g m ng-to rde^e- 
four- games correspondent 

A quartet of releases arc 
imminent from Analasoft. 

SUirship Andromeda^ 

ihe Universe cum StBrHriicien, 

tmAfp name. Vou tne 

S£$l being attached by th« 
SSedK^nndher faction 
SSh cronies. You've 9<» * . 

repo I them all by seizmct Aiana 5 
crystal necklace and 
rent oq ramming then 

SStSftSSSW 

-j , h Quoting from hm bxcus*.. 

to Lata Reviser Plav Games 

Longer Than he Should hook). 
Adept, of Archon ^ * lt - 

S k Tad' 3 to he^chass/ 

ConS'd? T ry wm.ngaboui it 
matey- It should ba oyi and 
about soon, sent you re into tn< 5 
sod of game then jeep you* 

Wild West, a 

adventure operated toy |0 ' V«t «* 

featuring sprues . lheS -r l A, 
are odd Tittle creatures which 

take oart in the game arm utter 

you advice (sometimes 10 your 

solve The game yoj 

an unknown obpcl l T ' There 

nf .irlion mcludinq a 










-H 






robbery i a shooting 
competition, a rodeo r-de and 
the recapturing of Fort Snake 
Out Ed is thrilled because ^ 
Ariolasoh sent him a loud cap- 
Firing pistol as a PR gimmick and 
no □ pet's been salts sipce. 
n °Ario1asoft’s last Yuletide 
n «pdna is Goff Construction 


Set, continuing I he success^ 
Construction senes OCS ^ ^ 

vou to build and play on your 

cwngoifcourses-Therearetohs 

nf features and the game looks 
graphically excellent No mote 
trudging about mtoths i« n 
irvinq to fmd your lost balls 

rnethinks 1 
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TIME FOR A REALTIME GOOD TIME? 

Realtime Software, hotter known fo* their Spectrum classic JjD 
Sisrstrikg' are writing a game for the Ml It's not a conversion of the 
afcremenlioned shoo! dm op, but a new arcade adventure called 
Argonaut iv&t starring that legendary hero, Jason las in Jason and 
the Argonauts), in search of ihe Guidon Fleece. The game contmns 
around 30 screens of highly detailed graphics along with some 
tjqually detailed gameplay, and should be available just after 
Christmas at a price of E? on cassette. 


TYRE BURN1 

A new race 'game' is hitting the 
64 courtesy of Firebird . W^l r it's 
newtothe @4 but is in fact an old 
BBC game. Classing it as a 
new race game is a little unfair 
since it is designed to be a racing 
car SIMULATOR — and pretty 
good it is too. 

The program gives you a list 
of option s when it loads and 
a I lows you to p ractise o r 
compote in a Grand Prise at two 
different tracks — Silverstone 
and 0 rands Hatch. The race 
courses aren't like the usual run- 
of-the-m ill computer game 
ones, but have been 
meticulously reproduced 


complete with bumps,, hills and 
kerbs to make it as authentic as 
is possible, 

The car behaves just like a real 
one — try taking a corner at BD 
mph and you'll find yourself 
skidding off the track.. AH the 
features of a real racer are 
included inthe game, five gears* 
reverse (but no clutch), 

Ver lads have been trying to 
get to gripe with the program, 
and not succeeding very wel l jl 
think one of them has got round 
the course), bur they assure me 
it J s great fun, if not rather 
difficult. Fuil review next ish, 
and that's a certainty. 




■ 1 UP 

ll ■ “ 

Vy 



IT'S THE 
FLINTSTONES 

From OUF Yahba riabba doa 
correspondent. 

Remember the television 
cartoon series the Flmtatoras? 
They're a totally nutty bunch of 
Neanderthals who go through 
all sorts of weird and wonderful 
adventures. If you love em then 
you'll be glad to hear that 
they've now moved from the 
stoneage into the slightly more 
advanced Commodore 64. 


You take control of the mein 
character, Fred Flintstone, and 
have to forge the beginnings of 
Bedrock the stoneage 
metropolis by building a house, 
The game is basically a collect 
em up, but has some wonderful 
q monies and zany game play. 
Task Set are designing and 
prog ramming the game under 
contract to OuicksiTva ... a 
review next month??? 


Welcome to the future' greets 
you on the instructions of 
Bouncers, Monolith's latest title. 
It goes on to explain that ; here 
are no wars, politics or 
unemployment and all citizens 
are genetically perfect, work 
hard (sound's like ZZAP! towers) 
and have their fun in the 
Bounces arena. 

And so goes the introduction 
to this new Denton Designed 
future sport. Basically; the game 
is a one or two player head to 
head involving two characters 
on rollerskates tied by an elastic 
rope to the wait and a bouncing 
ball. No, I haven't been drinking. 
Armed with a bounces ball 
snatcher, the idea is to capture 




9 


ANDAMELBY 
CHRISTMAS TO 
YOU MATEY 

Melbourne House are set to fill 
Christmas stockings with their 
latest release Bock 7/ Wrestle, 
Programmed by those same 
fellows who brought you 
Exploding Ftst the game uses 
the improved techniques and 
animation which were used in 
the classic karate game. 

There are 2$ different moves 
controllable via the joy stick and 
ten separate opponents! 
Sounds like it could be good., 


the ball and hurl it through one 
of the holes in the ceiling If you 
do then you'll earn yourself 
points. 

There are other aspects of 
gameplay (ike bashing the other 

E layer down with his snatcher, 
ut the object of the game is a 
simple one — just outscore your 
opponent. The game is quite 
tricky to play since you’re tied to 
the wall by elastic and trundle 
about on rollerskates you can 
easily Fall over if you move too 
far away from the wall. 

It's had rather a mixed 
reaction here, but you can see 
the guys slugging Stout with one 
another next issue. 
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FRIDAY THE 13th 
(part XXIV in 3D on 
computer etc) 

From our gory fiend Riggers 
Rlgtiall. 

Doma rk ch n I in lj e the i r 


STRONG MAN 


The latest gossip from our 
in -house fatties. 

Martijbh s latest release puts 
y oil in The giant shoes of Geoh 
Capes, Britain's answer to the 
Incredible Hulk. You have to 
compete in six soparaie si l ength 
tests against the clock, a hit like 
Decathlon, Rather thjn hurling 
the joystick around at an 
horrendous rate ihe idea is to 
a Hoes te st rength to c* rt a i n 
muscles, and use your them 
intelligently to allow you ro 
complete your task.. For 
example, you wouldn't use your 
leg muscles much in a bar 
bending competition 
There should tie a review on it 
nexi lsh r after a! I the Spectrum 
a nd Amstra d ve rs i ons h a w e 
been hinging around I he office 
for some lime now 


game of 

the film 1 trend with the release of 
Friday the 13ti j, the computer 
game. 

IF you'ire mnoccnl and haven't 
heard of t he Friday th e 13th rums 
then you’re in for a treat The 
Friday films (there have been 
Four now i are based around a 
homicidal maniac called Jason 
who just adores killing people 
(usually m rather strange ways.!. 
As you can imagine, t here's little 
to the story, but plenty of blood, 
gore and enl rails end up flying 
around It's all in totally had 
taste, but seems to go down a 
storm in the US 

Do mark' s game is based as a 
ho I i day camp wher e Ja so n „ who 
has drowned but been 
(somehow) resurrected. Having 
a cause to celebrate (after all, 
i you don't got resurrected many 
times in yout Iff eh he starts 
terrorising the camp and 
murdering all the now rather 
unhappy sun seekers 

This is where you come into 
the game. Asa holidaymaker 
just arriving al the camp, you 
see things like dismembered 
limbs, heads and ripped up 
bodies lying around and you get 
I a mite peeved, after all this is 
supposed to be a holiday* So r 
st il l peeved you take it upon 
yourself to track down, identify 
and kill i again) Jason. Sound's 
jolty good fun and no mistake 


international 


INTERNATIONAL 
KARATE... AT 
LAST (fSH) 


"Hie long awaited Internationa/ 
Karate should be arriving on die 
Commodore 04 in early 
January Mark Cale of System 3 
explained "the programmer who 
was originally drafted in to do 
the program decided that after 
six weeks of work YieArKungFu 
wa s rn 0 re in 1 pon ant a nd went to 
imagine, breaching contract/ 
There is now a new 
programming team working on 
the game. One thing's For 
certain, the graphics will he 
am axing — ArcFier Dmpzone 


oddly named Twister. A strange 
game really, Involving some 
rather wei rd game-play and 
excellent 3D graphics and 
animation Judging from the 
Spectrum version it could well 
be a hit! Mote news when we 
hear of i,t. 


Elite's newle is a game called 
Rotter Coaster, an odd littlu 
game which involves collecting 
things from ground a Fair. 
Jazzms has had a go on the 
Spectrum version (and was 
forced by an electro- prod 
wielding Graeme Kidd to do a 
comment for CRASH} and says 
th e g ame is r ea I ly good . 

Th® re are loads of th in gs t o do 
— at least two rollercoaster type 
rides to go on {& log flume and a 
tunnel ot love thing y) and there 
are heaps of big wheels and 

ute to have a bash at. 


roundai 
Release date is unsure, but 
ZZAPI will beihefirsttqtell you 


QUAKE ... IT'S 
HERE II I 


From our excited v° un 8 
correspondent. 

Yupserreebob’ Quart e Minus 
One from Monolith WILL be 
reviewed next issue. Author, 
Mike Singleton has just brought 


the finished product into the 
office, but unfortunately just a 
little too late to actually review 
this issue. If you don't know 
much about the game then read 
the preview we did in issue 5, it's 
a very, very interesting gamey 
indeed. / 


rawef trutfS, 

liH 6 it " 
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The most powerful games in the Universe! 


Braving enemy attack, the Undaunted must make her way 
through hostile waters and destroy the enemy stronghold. 
Only the most courageous crew will be able to take her 
there; only the most determined mind will be able to succeed 


Available on 


SPECTRUM 48K 

Available soon: 

COMMODORE 64 


Available from all good software shops. In case of difficulty write to: 
QUICKSILVA Ltd. Liberty House, 222 Regent Street, London W1 R 7DB tel 













SIX GREAT U 


ALLNE 


'HCWCW 

UOUAHS 

oyr..,?* 
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some wonderful events in the world of 64 g„. 

’* ■=*( indicates. Why miss out out on all the fun 
ied in lively Style by Britain s best Cornniod 
fc l - ~\es sense to be a part of ZZAi fo 
it (tat [ ve games no-no 

acies micj on pmqi^mmors/softvvarir houses aric 
jmgrarris, interviews, profiles news, playing bps, maps , lb 
Whitr Wizard's adventure column, Compunet, load® of v ^^ a "- 
co repetitions and prizes, plus HOSTS of other .flOgJit. Ajd rf you 
wantlo be a part of this exciting maelstrom. wbai^tter way that to 
SUBSCRIBE? — AND THERE ARE OTHER BENEFITS ... 

Vou could get your monthly ZZAF' drop ping through your letter 

box every four weeks without any bother, and get a 9 rea * ( f ^llpf 7?* 
"to the bargain with this superb deal. A subscription o Z2AP 12 

issues I normally costs El 4.60 (including pstL to* KSusfiS5 
coupon on this page will get you a ve»i s the *• ’’ 

u&fpH hpre- (wors h E3-35I ABSOLUTELY EREEI I 
93 AND ON TOP OF THAT, as . ZZAPj 64 Subscriber, you re 
fliiitnmstrCiii Iv entitled 10 a 50p per item discount on :*ny httes you 
SSS3£lnK™ from ZZAPI Moil Orcle. AND you tanah. rorn 

fulLire ZZAPI Subscription Offers with exclusive price deJs o *he 
very best of British softw 



* riHs ■ ■ 


■ AM ■ V 


I US GOLD/ZZAP! 64 SUBSCRIPTION 
OFFER 


I 


Yes l want to subscribe to ZZAPI 64 for one year at a cost 

I of £14.50,, and receive the free game of my choice at 
• indicated below. 

Block capitals please 1 


I 


Nsm^ . . . i * i r - ‘ ^ t 


p j a > i + M ■■ ■ 


|. m I i I ■ i §■ ■* ¥ 


I 


Address . , . .. . . i *■ - - p » ■ » » 


■§. § a, ■ ■ ■ t i ip ¥ 




j ■ ■ urn k a # ■ ■■ * ^ blB 


* 1 « A ■ * . T 1 ■ ■ 


aS&SSSaRffiSt the form, cbo^e the g.me you would 
l. M to receive, and send your paymenl wi h ihe torm toWeiWW 

address. Within a few days, your details will i 3 D ‘ 3n ^ l , ^ e ^^L,f r6 
computer and you'll be one of the growing band of elite 64 gamers 


: 


t 


. , Postcode ... 


* 1 • ■ i B 4 - 




I My choke of h ee game is 
j CASSETTECMMiV ..... 


■ m ■- tp a *■ 


I 


GAME!! 


I I'm already a subscriber, but 1 would like to receive the 
game(sl below from those listed on these pages. 


I 


I 


Name 


t • . ■ * . I, !- 


j ^ £ 4 ■ II ■ ■ i + ■ 


Add^ass r . + ^ ■ - » 


t , I 1 J . * I I « ■ ■ ■ T H 




* i k 4 * 


4 ii >i ■ m ■ + ¥ 


m ai ■ m m r4 h “ » ■ ■ * 


As for existing suDBcrioers * < * * 

sc Mass 

coda number. 


i 


........... Postcode 


j MY SUBSCRIBER CODE IS 




4 pia iiir^ 


I 




u wm 'pt i i-rr 




My choice of game(s|: 
[ CASS ONLY: 

* 1,(£f».5Q) ■■ 




: 2.IE9 50) 


■ ■ 


I 


FEE 


J a. r i ii t ie.. 


rlar •! Th* R iC I F I 


Woli- Off ei toU-ltflnd 

Cfjjope tlottvj on 

:3CHti January I’SSUa 

G ; i i;<m \0 ir'i do* i i-n 
M.flitysid, Australia 
and In-E USA yrnljl 

10th March 


( f enclose a cheque/postal order made payable to 
j NEWSFIELD LTD for: 




iliJTX*: 




* £14.50 [ZZAPI Sub f res g ameJ 

£5 60 h gflme— CKiating EtibtScriber&Ciniv'P . 
£6 50 (2 games — axtstifl^ ^bacnbersqmlv? 


linAwhiictiever is approynetBi 
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FROM THE PEN OF PENN 

(Slurp) Excuse me, but 1 thought as it's Christmas I'd sort out the 
tips in the warmth of my own living room, with a hot cup of coffee in 
my hand and some soothing music in the background, rather than 
sit in the cold coniines of the Office to the sounds of Gary Liddon and 
Jeremy Spencer stuffing themselves in unison, and Julian inform- 



includina the first pert of a super_duper, whizzo map of UNDER- 

3arly Wi " 

some bwillo POKEs all round 


WURLDE (nearly wrote KNIGHT LORE there for some reason) an 


MONTY ON THE 
RUN (Gremfin 
Graphics) 

You know what really annoys 
me? People wh o go around giv- 
ing cheat modes for games that 
haven't even been released, 
that's what. I mean, what is the 
point? Up-to-date tips are one 
thing but giving the game away 
4 literally) so early, just to say T 
told you first', is simply ludic- 
rous. Gremlin were also slightly 
miffed to say the least, and have 
subsequently had the cheat 
mode removed from any further 
copies of the game L Anyway, on 
with the mini tips proper . . . 

Since the untimely revelation 
of the MONTY ON THE RUN 
cheat mode 9 have been inund- 
ated with letters Informing' me 
of it — please, no more — sev- 
eral hundred (I kid you not?} are 
definitely more than enough, I 
w ill refrain from printing the 
cheat at present, but how about 
entering some of the following 
in the high score teble for some 
interesting responses . . . 

CAR, Cm DRUMS, FRANKIE, 
GEZ, || SHY P MADONNA, MINT 
ER, MUSIC PURPLE, SPEC- 
TRUM, WiNE r XR2 
Also, try inputting a f ew r er, 
naughty words 

Nowthat MONTY ON THE 
RUN has official ly been avail- 
able for a couple of months or 
$o, I might as well let you know 
which objects you should be 
taking with you on you perilous 
journey. You will need: The 
Rope, the Jetpack, the Passport, 
the Gasmask and the Bott(e of 
Rum. 

WIZARDRY (The 
Edge) 

Problems with levels two? 

Never fear, Mark Everitt of 
Wigan, L ines is here (well, nut 
physically)! Mark sunt in maps 
for all four levels and a complete 
solution, both of which have 
been used to compile the fol- 
lowing tips. Next month I'll do 
level tnree — and possibly level 
four 

Open the first chest you come 
across to gain a FIREBALL and a 
HEAL spell. Go straight ahead 
out of the room, down the cor- 
ridor and through the door. Turn 
rig ht and open the chest in front 
ofthe Guardian {a large skull), to 
pick up a NEEDLE EVE spell and 
another FIREBALL. Go back 
along the corridor, past the door 
you just came through, until you 



come to another door on your 
left. Enter It and get the FIRE- 
BALL and FIND IT spell from the 
chest. Nip out of this room and 
across the corridor into the 
room opposite (well, slightly to 
the left]. There is a hidden chest 
here, so use your recently acqu- 
ired FIND IT spall to gain a 
KNOCK spell and another HEAL. 
Done that? Great — right, out of 
this room and turn left. Keep 
walking down the corridor until 
you reach a door to your left. Go 
through the door and use the 
KNOCK spell on the large skull 
in the corner of the room — you 
should have turned purple, in 
which case a secret door has 
been opened . . , 

Okay, now leave the room, 
turn right and keep going until 
you come to a door on your left. 
You should recognise the room 
behind this door as you went in 
there earlier — at least you 
should have! Go straight ahead, 
through the door that wasn't 
there before and open the chest 
in the room beyond. 

SURPRISE! Actually, I fibbed 
— you shouldn't really have 
opened the chest as it was in 
fact a tr ap] Sorry , , , I won't do 
it again — promise! Anyway, go 
through the door to the left and 
into the corridor. Turn right and 
walk to the end where you will 
find a chest — open It. Go on, ft's 
got a HOLD IT spell and MAP B in 
it. There, see — now do you 
trust me? Move back a bit and 


go through the door nearby, 
f his room has a hidden chest in 
it, so use another FIND IT spell 
to obtain a RULERSHiP spell and 
a FIREBALL, Use the RULER- 
SHIP spell on the large throne in 
the centre of the room and lo! 
You've turned purple! Wow! 
incredible isn't it? No, not really 
. , . But I'll tell you what is — a 


secret door has opened at the 
back of the room ! So what are 
you wafting for? Go for it! The 
room behind the door is of no 
importance whatsoever, so 
don’t hang around — exit 
through the left hand door. 

Walk to the end ofthe corridor 
and open the chest there . Funny 
enough, Mark reckons it's a 
trap, but believe me, it's not— 
there's a FIREBALL and a HOLD 
IT spell within. Go through the 
door at the end of the corridor 
and get the REVERSE spell and 
MARC from the chest therein, 
Come out of this room, walk 
down to the end of the corridor 
and enter the room with the 
ider in it. Get the KNOCK and 
EAL spalls from the chest, 
before making your way out of 
the room and back up the cor- 
ridor. When you get to the turn- 
ing, go through the door just in 
front of you and destroy the 
cloud . In the top left h an d co mer 
of the room there is e cross — 
don't get too near, it's a trap. 
Use the REVERSE spell on it to 
open up the secret doorway to 
an adjacent room! Cor! Pop into 
this room and use the KNOCK 
sp^ll on the skull in the top left 
hand comer, to open up another 
hidden entrance (life’s full of 
'em)! 

(Pause for breath and quick 
sip of coffee) 

Ah! Better, Better? Better get 
a bucket — I’m . . , Sorry — 


HE 
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CtittHT 4 


Code: C8IIONES8 
Name: MGL (and Matthew 


momenta ry relapse, (t won't 
happen again. Where was 1? Oh 
yea. I'm afraid you've got a long 
walk ahead, because you've got 
to go all the way back to the 
start . . , Well, not quite — just 
as far as the corridor with the 
Guardian In it. 

Now that you’re standing fac- 
ing the G uardlen, at least I nope 
you are, turn left and walk the 
entire length of the corridor 
where you will discover, to your 
amazement, there is a door. A 
door that didn’t exist the last 
time you came down hare. A 
door that hides a room behind 
it A door that you should go 
through , , .In the mom you will 
find a chest, oh, and a big stone 
needle. Get the HOLD FT and 
HEAL spells from die chest and 
use the N EEDLE EYE spell on — 
you’ll never guess — THE 
NEEDLE! On doing ttus you wilt 
be transported to a distant 
room with a ghost in rt. Leave 
viathedoor at the bottom of the 
room and use a FIND IT spoil to 
reveal the location of a hidden 
chest containing a HEADACHE 
spell and a HEAi. spell (nearly 
finished). Go back into the room 
with the ghost and transporter 
and teleport to the room with 
tfriA needle, flight, zip along to 
the Guardian and ZZAP! it 
(groan!) (apologise, but I just 
couldn't resist it)! You can now 
move on to LEVEL THREE — 
VAYI CHEERS! RAPTUROUS 
APPLAUSE! ETC! IETC I 
Okay, okay, calm down — I 
know it's very easy to get 
excited over a game like this, 


Andrei Puncht r^^lov 

Alternate left and right punches 
to the head work best as he 
doesn't usually get a chance to 
nut you. 

Code: B9JIIBE06 

Name: MGL {Matthew again) 

Tribal Trouble 

Alternate blows to the head and 
body prove successful, but 
should he bring his arms 
together, stop punching him 
a (together or he'll get annoyed 
and hit you back very hard 

irlfipoH 

Code: l16fGN995 

Name: BAA (Brandon Appleby 

of Sunderland, Tyne and Wear) 

Frenchle 

Generally regarded as the 
toughest of the eight boxers, he 
seems to require reflexes rather 
than technique to beat him. 
Code: 9CUINFHN9 
Name: LIV (Brandon again) 


FRANK BRUNO'S 
BOXING (EVIte| 

You just wouldn't believe how 
many tips I've received on this 
game? You would? Thou sands. I 
Knew you wou4dn r L Oh welly 
here's the best way to deal wit h 
all eight opponents . , . Hit 
them very hord. 

No, seriously . . 


Thunks to the many who sent in 
tips and codes for FRANK 
BRUNO'S BOXING, but please 
— no more! 


Olik-Y 


BEACH HEAD IJJUS GoJd) 

A smell tip from Gary Bey ley of 
Badger Hill, York for anyone 
playing the part of the A Mm on 


& c u i 


Ravioli Mafiosi 

Wait for his right arm to drop 

then let him hew ft as often as 

Possible- 

Code : QB3IOM597 
Name: BOA (Brandon again) 

Antipodean Andy 

Keep punching him around the 
head with your right. 

Code: NEEI0BGG7 

Name: MGL (Matthew Glossop 

this time) 


Apply blows to the head when 
his guard is down, but as soon 
as he raises his guard, go for the 
gut. Keep this up until you 


knock him down, but beware of 
bis crusher blow when he gets 
up— duck as soon as he opens 
his arms. 


Try to continually hit him 
around the head and when you 
get the chance, go for KG — but 
be quick! 

Code: NFFIOMG97 

Name: MGL (Matthew Gfossop 

of Gleadiess (7), Sheffield) 


the second screen. If ft looks as 
though a brick is going to hit a 
prisoner, shoot him. Yep, fat the 
beggar have It — hell stop, 
■rather than drop, dead end the 

E iece of masonry will fall harm- 
jssly short. 

GHOST CHASER [US «®W | 
Two even smaller tips from 
Greg Sands of Leicester 
Type FANDA when on the title 
screen to start on level two. 
Type FRANK at anytime to gain 
extra lives. 

So now you know * . . 

SPY VS SPY fl (Beyond) 

James Thomson of Glasgow 
offers an easy way to beat a 
hum an opponent or the com- 
puter on any level. The secret is 
to Jay a napalm cannister and 
have another ready in your 
hands. When the other spy 
stops on rt and crumbles into a 
pile of ash, run quickly over to 
his frazzled form and drop 
another cannister on rt, so that 
he explodes once again. Repeat 
this procedure until your oppo- 
nent Is well end truly dead — he 
is an ex -s py, he has ceased to be 
(sorry, but again — I couldn't 
resist rt). 


Peter Perfect 

Dead easy — alternate left and 
right blows to the head work 
very nicely. 


-ftiflt wrr nw 


Some nifty tips for both incam 




»• S'li-ifr V.J 



y 4 1 .* 


r -^^1 
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to send in a POKE lb* this 
Firebird the a pie. Reset the 
computer after loading the 
game and enter . . . 

POKE 39409,173 (RETURN) 

SYS 491 52 to start playing with 
infinite fuel 


Just two of the many useful 
POKEs sent in by Kerry Blake of 
Poled rook, Peterborough. Load 
the game and reset the 
computer to enter the 
following: 

POKE 38270,165 (RETURN I 
POKE 39079,165 (RETURN) 

SYS 39145 (RETURN) to start 
the game with infinite energy 
and lives. Great, but how about 
a real challenge — some POKEs 
to stop the ‘sprites' from 
flickering so much. 


fM(kro-Gen) 

A set of PQKEs to make the 
game easier to solve, as 
supplied by several different 
readers ■ ■ , 


WIZARD'S LAIR 
(Bubble Bus) 

I'm afraid you'll have to reset 
your computer before you can 
enter these POKEs from Per 
Madsen of Bjaeversov, 
Denmark , , . 

POKE 32354 J numberof lives 
(RETURN) 

POKE 50461,234 (RETURN) 
POKE 50462,234 (RETURN) 
POKE 50463,234 (RETURN) 
SYS 49320 (RETURN) 

The last three POKEs stop the 
nasties from depleting your 
energy on contact. 


when the first part of the 
program has loaded, enter 
these TOKEs: 


aborts of AHigata's equally nifty 
shoot em up, from an A N 
Onymous. Right, first type in 
this listing: 

10 PRINT CHRS047) 

20 FOR A-272 TO 306:READ B: 

POKE A,B: NEXT A 
m cvc 57 j 

40 DATA 238, 32, 208, 169, 1, 
170, 168 

50 DATA 32, 186, 255, 169, 0, 
133, 183 

60 DATA 32, 213, 255, 169, 76, 
141,209 

70 DATA 3, 169, 102, 141, 210, 3, 
169 

80 DATA 254, 141 , 210, 3, 76, 
174, 2 

Make sure you’ve typed the 
above in correctly and there are 
no errors. If everything appears 
okey doke, type RUN (RET URN) 
and you should be prompted to 

S ' ress play on tape', so do so. 

nee the program has loaded 
and the READY prompt appears 
enter the relevant set of POKEs 


POKE 1011,248 (RETURN! 

POKE 1012,252 (RETURN) 

RUN (RETURN) 

Now wait for the next part ol the 
program to load and when the 
computer resets and the ‘power 
up' screen appears, enter this 
POKE 1 

POKE 2969,0 (RETURN) 

SYS 2816 (RETURN) 

ame will 


The last part of the g 
load and when the Rl 

f tromprt appears, type in the 
allowing ... 

POKE 321 6,255 (RETURN) 
POKE 50766,255 (RETURN) 
POKE 3264,234 (RETURN) 
POKE 3265,234 (RETURN) 
POKE 27214,234 (RETURN) 
POKE 501 51 ,234 (RETURN ) 
POKE 50152 234 (RETURN) 
POKE 50153,234 (RETURN) 


STRANGELOOP 

(Virgin) 

A large number of you have 
pointed out that if you press 
RUN/STOP and RESTORE 
together when saving out your 
position to tape, you can break 
out of the game, thus enabling 
you to enter some handy 
POKEs: 

POKE 45486,173 (RETURN) 
POKE 44217,173 (RETURN) 

SYS 865 (RETU R N ) to restart the 
game with infinite lives and fuel 


Rewind the tape to the 
beginning and type LOAD "",1,1 
(RETURN!. After the first part of 
the prog ram has loaded it's time 
to enter the all important 
POKEs, so . . . 

POKE 2218,200 (RETURN) 

POKE 2219,8 (RETURN) 

POKE 2248,169 (RETURN) 

POKE 2249,16 (RETURN) 

POKE 2250,141 (RETURN) 

POKE 2251,13 (RETURN) 

POKE 2252,68 (RETURN) 

POKE 2253,75 (RETURN) 

POKE 2254,247 (RETURN) 

POKE 2255,9 (RETURN) 
end finally type RUN (RETURN) 
to load end start the game as 
usual. Well not quite, ‘cos you’ll 
have an infinite number of lives 
at your disposal 


Unfortunately Jason forgot to 
mention how to start the game 

. . . However, Martin obliged — 
type SYS 2970 (RETURN) 

You will now be invincible, 
making the game somewhat 
easier to play, but not to solve. 
Never mind — you can use the 
tios printed elsewhere in this 


Who Dares Wins 

POKE 5748, num her of lives (1 to 
255) 

POKE 5569, number of grenades 
( 1 to 255) 

SYS 1 6384 to start the game 

Who Dares Win* II 

POKE 5702, number of lives (1 to 
255) 

POKE 551 3, number of grenades 
(T to 255) 

SYS 16384 to start the game 
Also, type LIST after the READY 
prompt for an Interesting 
message. 


CYLU | Firebird | 

Andy Payne of Basingstoke, 
Hants was considerate enough 


BOULDER0ASH 
{State soft) 


These am some of the more 
impressive POKEs I've seen for 
this classic game, or any other 


fo r that matter. Simply reset the 
computer after loading the 
game and enter any of the 
following POKEs, using values 
from the table below for 
different effects. They only work 
on the original Statesoft version 
though, not the Beyond one. 
Thanks goto Simon Bell of 
Huntington Road* York who 
supplied the POKEs in the first 
place (any more, Simon (or 
anyone else for that matter))? 
POKE 29555^6 value of 
whatever you want the amoeba 


Peterborough and Martin 
Redpath of Newcastle Upon 
Tyne, both sent in the following 
set of POKEs „ , . 

First, rewind the tape to the 
beginning and type LOAD 
{RETURN L When prompted to 
'press play on tape , do so end 
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to turn into, instead of rocks, 
when it reaches 200 units in size 
(RETURN) 

POKE 29567 r the value of 
whatever you want the amoeba 
to turn into instead of diamonds 
(RETURN) 

POKE 29642 P the value of what 
each square of amoeba turns 
into {RETURN) 

POKE 29223 f the value of what 
butterflies turn into on contact 
with a falling boulder (RETURN I 
POKE 292BStfhe value of what 
butterflies turn into on contact 
with amoeba (RETURN) 

POKE 23643 pthe value that each 
diamond is worth before the 
correct amount are collected on 
level M (RETURN) 

POKE 23644,the value that each 
diamond is worth after the 
correct amount are collected on 
leveeived the same tip from 
many different people. 
Unfortunately you have to reset 
your com outer before you can 
enter the POKE* a + F 
POKE 30074,32 (RETURN) stops 
nasties killing you on contact, 
while 

FOR A 0*1 1000 TO 15000: POKE 
A,0: NEXT (RETURN) will get rid 
of any nasties, end , . , 

SYS 49152 (RETURN) will start 
the game. 

MA5TERTRONIC 

POKES 

SPOOKS 

I'm afraid, yep, you've guessed 
it— a reset is required before 
you can enter POKEs to stop any 
nasties from (titling you on 
contact ... 

POKE 14919,32 (RETURN) 

SYS 5616 (RETURN) to start the 
game. 

CHILLER 

Reset the computer (after 
loading the game, of course) 
and enter this POKE: 

POKE 22957,173 (RETURN) 

Now type SYS 50758 (RETURN) 
to start the game with infinite 
energy. 

ACTION BIKER 

If you were to reset your 
computer and type: 

POKE 19287,47 (RETURN) 
followed by SYS 13312 
(RETURN ) you'd find youreeff 
with 255 lives to play with . . . 


UNDERWURLDE 
( Firebird J 

Some more POKEs f ro m Jason 
Hattrell of West Deeping, near 
Peterborough ... 

Reset your computer and 
enter the following: 

FOR A=0 TO 2: POKE 
330594 A, 234: NEXT (RETURN) 
POKE 33091 ,9:P0KE 32924,9 
(RETURN) 

These POKEs give you 99 lives. 
You can replace the nines with 
any dibits from 0 to 255, but 
anything above 9 will give 
strange characters on screen. 
Also, tf you use 255 as both 


values, collecting an extra man 
will reset your lives to zero. 
POKE 34404,45 (RETURN) for 
infinite lives 

POKE 40537,1 41 ( RETURN | 

disables sprite collision (nasties 
won't kill on contact} 

SYS 36209 (RETURN) to start 
the game, 

STAFF OF 
KARNATH 


At lest some much needed 
POKEs for this game, courtesy 
of Jason Hattrell once again . . . 

Load the game end reset the 
computer. 

POKE 2671 .amount of energy 
(RETURN) (the counter will still 
display 99, but don't worry 
about that) 

POKE 5634,46 (RETURN) for 

infinite energy (the energy will 
still decrease but you won't 
actually br losing any) 

SYS 2560 (RETURN) to start the 
game. 

. . , and right at the bottom of 
the pile, some very handy 
POKEs for . , . 


IMHOTEP 

(Ultimate) 

See what I mean? Reset your 
machine and stick in the 
foliowing , . . 

POKE 3595?,number of lives 
(RETURN) 

OR POKE 38054,201 (RETURN) 

for infinite lives 

SYS 36443 (RF T URN) to start 

the game. 


Is that the time? Welt, must be 
off to bed now" got to get up at 
nine for work (or should that be 
up for nine at work? Never can 
remember — Still, I'll be back 
next month with some more 
tips. POKEs, cheats, awful puns 
etc, but until then — have a 
Merry Christmas! 

Oh, and a Happy New Yeer 
while I'm at it. 

dight thsTa that out of fhtf w*y then — 
u» the 'outre' from. Last 
month before I nip off , . . 

I'm afraid tfurfl sM fw this month 
(wh«K»! Already avid that) but that*"* 
plenty of goodies (oh (fair — mhutd ft 
spacelm Flora forth* bwe There will 
fcwtfw complete &LACKWYCHE solution 
(along with soma useful POKEs? iforeot 
those! and something on WlZAROfiY, 


ROCKFORD S RIOT, SUMMEfl GAMES Tl 
rand thewkiEACH HEAD I I If orptrt ffiOM 
as wall). F^lANK BRUNO'S BOXING 
remember^ ibos4}* STRANGELQOP, 
UTE r THE FOURTH FTOTOCOt (forgot *11 


K 

Of thd#*} arid mftny, many mote. 

Anyway, knap all you? tips, cfieib r 
POKEs, etc, etc rolling in (Ilka Jatemy 
Spencer in thft frtdm ni^] and thanks to a lt 
of you who mftkftthrt section p o«ibli«dri 
nrv&nth. Unf ort u nale I y pa ndni I 
co 1 1 k ipondenca is out of thi qvntian due 
to tf™ lira* amount* of midi received Tb« 
fact that fm il literate don't come info it. 

The acklre^ s , for those who mif aed It, b r 
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Pots, he loo* Srius 


FROM A TOYOTA’ 
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A rcher Maclean is 23 and 
has been programming 
far years, but has never 
released a game before drop- 
zone. He's always been inter- 
ested in defender (he owns a 
proper arcade machine) and 
oroo rammed, quote 


or not. If jt s not that it could well 
be a massive 8 x 64K loader type 
pa me. I definitely want to get 
rnto 16-bit computers though, 
and could easily do a cross 
between arcade star wars and 
dropzone: on the Atari 520 ST that 
would knock everyone's socks 
off/ 

Okay; so Archer's got ambi- 
tions to program 16- bit com- 
puters, but is he going to leave 
8-bit entirely? The thing is/ he 
said, 'everyone's into 8-bit at the 
moment and there's an awful lot 
of really sob-standard stuff and 
quite a number of quite good 
programs and ft's all becoming 
very competitive^ So, why not 
break into 16-bit and come out 
with something good like the 
equivalent of starrai«rs on the 
Atari? I find I'm becoming 
limited by the 8-bit machine s 
capabilities, Ataris are just about 
okay, if they're a Porsche in a BL 
body then the 64 to me is a three 
wheeled roller skate with a 
puncture! I mean, it's such a 
strain trying to get it to do 
anything fast but it's still the 
biggest market so you just can't 
pack in programming it. For 
DROP2CNE it I've got all the ideas, 
but as it stands I don't think the 
m ach ine wi lii h a ve The time to do 
the game logic in as much detail 
as any of the others/ 

I quizzed him further on the 
lot of sub-standard software' 
reference He replied, 'I think 
that there is a tremendous 
amount of really bad software 
on the market, simply because 
everyone can program a com- 
puter. Just about any program 
gets snapped up by a company 


brilliant 1 

Defender and Staroate clones 
on the Atari, which unfortun- 
ately never saw the light of day 
due to legal reasons, dropzone 
was the natural progression and 
he used many of the techniques 
he"d discovered while program- 
ming the early Atari programs. 

When he's not programming 
he enjoys driving. At the 
moment he owns a Toyota 
Ceiica, but really wants a Lotus 
Esprit or a Ferrari, He recently 
had a driving holiday in 
Germany and got completely 
fed up with being continually 
burned up by BMWs and the 
like. When he next returns to the 
autobahnen he hopes hell have 
a really fast car to so he can do 
the same to other people! 1 1 
After prog ram mi ng dropzqne 
on the Atari he showed it around 
and said he was going to do a 64 
version, but everyone thought it 
was going to be impossible. 
'WelL that spurred me on fur- 
ther, so I went and converted 
drofione in just eight weeks/ 
After the massive success 
generated by dropzoihe, what are 
his aims for 1986? "Weli, at the 
moment I'm doing the graphics 

far INTERNATIONAL KARATE Which 

will take a few weeks, but what I 
really want to do is program a 
new 8-bit game. It might be 
dropzqne h but it all depends 
whether I think it's a good game 


ARCHER MACLEAN 
INTERVIEWED 


Not much is known about arch eh macu-.ah the programmer of the 
bi iilient d#iop 20NE, so we lured him up to ZZAPf towers, strapped him 
to a chair and interrogated him. juuan rhsnall had plenty of ways I o 
make him talk. 
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which expects to make a fast 
buck. Of course they don't, and 
as a result you get all these 
reports about the computer 
industry crashing. It's not of 
course, it's just levelling off. 
There are blokes like Bray brook, 
Woakes, Crowther, and Winter 
who are out there doing their 
own thing end succeeding. 


Minted games, 1 suppose,, are 
the most prolific, but he p s got the 
same set of routines which he 
reorganises making his games 
rather monotonous. Even so, 
he's got a cult following and all 
that 

Archer started on a robottow e 
few years back which he reck- 
oned he could 'easily get arcade 


Talking of arcades, one pretty 
exciting thing to happen is that 
mofzone will soon be converted 
to the arcades; he said, 'It'H be 
converted to fit inside old dee 
eivder machines and it'll be given 
a trial run in a London arcade 
calied the Crystal Rooms which 
is on Leicester Squared Sounds 
great, so keep an eye out there! 


K effect 4 . I asked him whether 
e's going to finish it off. The 
trouble is it's rather old haf, but 
even so, nobody's done a proper 


version yet 1 could do a perfect 


RoaoiflON on both machines in 
about six weeks and maybe sell 
it at a budget price, I just don't 
know whether it would sell or 
not/ 
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As the nearest thing to an impartial interviewer under the circumstances of our verba! 
differences with the arcade maestro, we sent CARY l IDDON to talk to the Hairy Hippy 
Himself at the Yaktah in Tadte y f near Basingstoke. The resulting interview is written down 
as it came off the cassette .recorder used leff Minter speaks his mind in his own inimitable 
manner, answering hack iorihe flak he fuels he's receiver] from ZZAP! and talking about 
lots of other things too. 


Why did you agree lo do the interview? 

It doesn't really bolher me, rust because l 
don't agree with someone it doesn't mean 
I'll act hostile. Unlike some people l don't 
get agressive, I mean ihe criticisms I 
actually made of you lot weren't actually 
hostile. I’ve never been into CRASH a lot 
and you lot were fust getting too much like 
CRASH, 

I slit! think it was very irresponsible for 
one magazine to have so much of a go al 
one person , 

Didn't Gary Penn used to write letters saying 
how much he liked your work and was 
looking forward to Mama Llama? 

Yeah. I still haven't put those letters up on 
Compunet. I'm saving them for when I 
really need them. That upsel me. This guy r 
as far as l could see, was well into my stuff 
and was really looking forward to Mama 
Llama and then he really sticks the knife in 
with the rest of them. 


Did the ZZAP! review of Mama Llama affect 
you in any way? 

1 just did not tike the way it came across. 
They were just trying to pul down 
something that I figured they didn't really 
have a right too. Okay, they weren’t into 
the game but it's not so much that, they 
didn't actually say they weren't into It, they 
actually tried to drag it down, 3 get very 
attached to my games, it's a part of me, l 
take three or four months creating a game 
and if somebody goes for my game, they go 
for me, I can't he objective, Cm not like a lot 
of people who are just writing 
commercially and they're producing a 
marketable game. If it gets slagged off then 
that's that, it's not so much part of them , it’s 
just an exercise in value marketing. When I 
5 it down and do a game, it 's part of me and 
ihree or four months of my solid work in 
there, so when people start going for my 
game they're going for me and I get upsel 
about it. 


What was your objective with Mama Whal do you think about reviews in general? 

Llama? 


I achieved everything I set out to achieve. I 
had an idea for a game that I wanted to do, I 
wanted to get some scrolling in there but t 
wanted it to be a bit different, not fust the 
normal type, I liked the idea of lots of 
Llamas on the screen son of following one 
another, I designed most of it while 3 was in 
Peru on a holiday. The Kill droid idea just 
developed and we decided It was better 
than bullets. We tried It out on loads of 
people and they liked It. 1 like it and thab$ 
all (hat counts, everyone else can go screw 
themselves. If I put something out and I 
like it then that's enough forme because 3 
know that the guys that are really into my 
games are gonna like it as well because I 
know where their heads are at. I've never, 
ever, ever had a single letter from anyone 
who's been disappointed with Mama 
Llama and I ve had hundreds of letters in 
support, so I think that l was right, 
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The way 1 do reviews in my my news letter, 
more or less, is that if I like something I'll 
mention il but if I donT like it l just don't 
mention it. 3 donT go out of my way to say 
this is really bad J think lhal'samuch nicer 
way because then nobody gets upset. What 
really used to upset me was 1 used to get 
letters from people and they’d say r 1 I’ve just 
bough! Mama Llama after it J sheen out for 
six months. I really liked it and ZZAP! said it 
wa* crapr 

To think that those people had been put 
off by what these humming kids sitting in 
this office had said after taking slight dislike 
to my game is wrong, There's noway that 
should happen. Noway al all. 

DonT you think it's better to have a 
constructive bad review than none at all? A 
lot of kids would otherwise just decide on the 
glossy packaging rather than the game. 







■ That's another thing l think these 

magazines have got a lot to answer for. fve 
seen letters in ZZAP1 from the sort of kid 
that just buys the magazine, opens up the 
pages and just looks down at those stupid 
little cartoons and the expressions of the 
reviewers and buys this game based on 
that! There's noway that sort of thing 
should be encouraged. You should 
encourage people to go oul there, have a 
look at what they're going to buy first and 
make their own decisions. I don't like 
anything that tries to make people's 
■ decisions for them. Imagine what It'd be 
like if I were reading a music magazine and 
I just looked through, saw what other 
people thought of these albums and l was 
reading something written by a real funk 
guy. Now If I wentout and bought a load of 
albums on that premise Td end up with a 
load of funk albums and I wouldn't like that 
at all because I 'm a rocker f You should 
encourage people to actively make their 
own decisions and not try and make 
decisions for them. 

Now people want it handed to them on a 
pFate, with all these ratings and that sort of 
ihing, they just look down and look at the 
overall rating and think right, HI buy ihfs 
one — overall rating's sut h and such, or HI 
buy l hat one. People are going to get bored 
of games if they end up doing that, no one 
will be settling into any style, you'll be 
getting a mish mash of this and that* 

Aridasoft: what were your reasons behind 
your decision to have them market some of 
your stuff? 

It was just an experimental deal, to see if 
they can market our stuff better than we 
can. At the moment they've only only got 
the one title. Vm seeing how they do with 
that, they've got no rights as such to 
anything else I do* 

Ki seemed to read in the trade press that 
Arfolasoft had bought the Llamasofl label. 

No. At the moment they're doing Bat alyx r 
we're seeing howthey do on that. If they do 
Aatafyn well then I might give them the 
next one. That's the way it stands and well 
have to see how they do but they've got 
nothing do with my Colourspace projects, 
nothing to do with Yjpk's Progress, 
nothing to do with BBC Colourspace 
coming out. We've got loads of stuff 
running independently from them. 

What are your feelings on the distribution 
methods of software? 

My major beef with distributors is that they 
don't really look at the games themselves 
they look at the advertising budget and we 
don't place a lot of advertising. I don't feel 
that we need it, the sort of people who buy 
my games know who I am and that I exist 
anyway. Arioia do look at the game. With 
distributors, you guys can do a hell of a lot 
of damage. Mama Llama probably didn't 
get sold as we!! as it should have done, I 
mean if you do that twice to a small 
company, you can put them out, as simple 
as that, I don't know if you want to do that, 
if you want to be left with all the Oceans 
and Acti vi 5 io ns and nobody e tse bu 1 1 h e re s 


always going to be guys who are going to 
experiment, guys who are witling to take 
risks and I take risks and t experiment and if 
I get Shit get kicked out of me for doing that 
then HI move onlo another machine and 
do it there. 1 not going to hang around in 
any sort of market that's going to treat me 
like that, 

1 understand you're performing light shows as 
a hubby now, You're doing a show at Cardiff 
University aren't you? 

Oh the Cardiff light show, yeah* That looks 
like it's going ahead on February 
fourteenth of next year, they rang me a 
couple of days ago. Last night I was asked to 
do one at Greenham Common air base r 
and I've got regular things like (his parly S 
went to Fast night with my ST and ST 
Colourspace The words gotten round in 
this pub that I go into and when I go in it's 
'wow do you want to come back to my 
place?' So I'm always guaranteed of going 
to a party if I go into this pub. 

Now do want 10 progress with the 
Colourspace idea? 

Well, I'm just going 10 develop if. [going to 
put if on the Amiga next. It's already getting 
to commercial' quality now, we couFti 
probably go on stage given all the right 
projection gear 

You seem to use Compunet quite a lot, 

1 like Component's good, S like the people 
on Com pu net. They atl supported me as 
wefl, during my lime of hassle from you 
guys, 1 was really pleased with the amount 
of support I had. The Net's good, I really 
dig it, getting into Chatline every night. 
Party line's okay but the trouble is it's 
exclusive, you can only have maybe eight 
people on it. I like it to be open to 
everybody, I don't tike to think that l m 
shutti ng my se I f away with a b u nth of mates 
and every one dsc can bugger off, 3 don't 
want that at ait. I never use any of these 
closed user groups, or stuff like that. I don't 
Ifke the ideas of anything being c Fused. 

Have you used Mieronet? 

[must admit t haven't done much on 
Mkrofieh I've just been on Celebrity 
Chat li ne . I don 't rea I ly k now much abou r i t , 
not enough to give any objective criticism 
of it anyway, [ think there's a lot more 
Spectrum and BBC owners on it Hike 
Compunet because you can have demos all 
over the system and you know it'll work for 
everyone because all the subscribers have 
got the same machine. 

Now you've got an Amiga doesn't the 64 and 
ST pall a little? 

Understandably now I just warn to sit down 
and play with Amiga but I want to finish 
Colourspace on the ST, it's just sitting them 
begging to have yet more put on io it. At the 
PCW show it was a bit weak, it was just 
do mg vectors. That was literally the firsi 
week E d ever written 6B0GU machine code 
and it was damn lucky it was that far 
advanced. The main breakthrough that 
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made it far more agressive came she day 
after l came back from the show and I sal 
down and hooked up the mouse to it. The 
moment that mouse was on, I thought 
'Hey, this is going to be good'. You can use 
it to do proper curves. That was when I 
went out and started doing demos. 

Do you enjoy computer shows? 

Oh yeah, 3 like doing shows. They're a 
good opport unity to meet people. We 
don't go to shows 10 sell, we just go to 
shows to let people know what we're 
doing. I might run a prototype of a new 
game or give little demos hear and there. 
That's whal 1 likeabuul shows. People can 
come along and they can have a good old 
go at a game before they commit 
themselves to buying it It's great it's the 
way it should be all the time. 

Don't you think that know ft's becoming 
impossible for people lu Iry < Lit a game before 
they buy because of retai lers unwi II ingness to 
demo new software? 

Then obviously they're gaii g to the wrong 
sort of retailers* Back in the early days I 
used to go up to the Vic Centre in London. 
It's closed now but 3t was great I'd go along 
try out the latest stuff. 

But don't you think the multiples give little or 
no chance to test a game before purchase? 

Well that's hadE It's the sort of thing (hat'll 
force the industry into deck ie* The choice 
of software in Smiths is rubt rsh. The other 
day I went in and it was real! / bad. The 
people who buy software fo ■ Boots don't 
Know what they're talking about most of 
the rime. I'd rather buy my games from the 
specialist computer shop and the reason 
they're closing down is because they're 
being forced out by chain stores. They've 
got a lot to answer for, you know. When 
(hey first came in I thought Great, Now we 
can sell our games in Boots then after a 
while (he smaller shops start disappearing 
and the chain stores get worse as they shut 
you out. If the chain store doesn't buy your 
game what can you do? There's no 
independents to sell it to anymore, they've 
all been shut out by she chain store. t( s all 
pretty dire. Where money is (he sole 
motivation^ things always go bad. This 
seems to be the general rule to anything. 
The main interest of someone buying a 
piece of software is that they get a game, 
not just give a load of money to (he people 
who are selling ft* 

Are you doing another 64 title in the near 
future? 


I'm quite looking forward to the next 
Commodore game* It's just getting the 
time. There's people saying, Do 
something for the Amiga r fortheST, for the 
Atari/ but I can't leave the Commodore 
though, I like the Commodore, I like the 
sort of people who like my games. They're 
(he guys I'm really writing for in the end* 
l m not writing for the mass market. 

] think there's enough on there now, dick, 
should make an interesting read anyway* 
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PREVIEW 


1986 GOLD 


Rockford may have looked back over the past 
year, but GARY PENN, the only person who 
knows the bus route to Birmingham and is 
brave enough to dare Clee Hill in a raging 
snow blizzard, went to visit US Gold for a 
sneak look at some of their up and coming 
product for 1986 


No-one could honestly say they 
are capable of accurately 
predicting what will happen to 
the software industry in 1986, 
but there have been some good 
attempts at doing so. One 
suggestion is the British 


igge 

3-ltWi 


software scene will follow the 
trend -e* hi bited by Am e r lean a* ie 
a change from arcade games to 
strategy /simulation. However, 
US Gold feet that this won't 
happen here for some time and 
they are well suited should such 
a transition occur. For a start, the 
war strategy games Crusade in 
Europe and Derision in the 
Desert,, both by Microprose, are 
to be released early next year, as 
are the long awaited SSI 
classics, Tigers in the Snow and 
Knights of the Desert , Other SSI 
titles due to be released by US 
Gold in early 86 are Germany 
19B5, Rapid Deployment Force 
W85 r Baltic 7985 and Norway 
7985 — an episodic series of 
strategy games involving 
hypothetical conflict between 
NATO and the Warsaw Pact, 
collectively known as When 
Super Powers Coftide, 

M icro prose have som et h i ng 
squally controversial in the 
pipeline— a strategy game 
called Conflict in Vietnam r which 
will p roba b I y mated a I i se a roun d 
February next year. Sean 
Mesterson, ZZAPTs resident 
strategy expert or "General in 
the field', is. currently drooling 
over my shoulder in 
anticipation. And what an awful 


mess he r s making 
TwoexceElent flight 
si m ulat i o ns fro m M icro prose r 
F15 Strike Eagle and Solo Flight, 
proved immensely popular in 
the States but never really took 
off here {pardon the 
unintentional pun} although the 
farmer did burld up a cult 
fallowing. Both are shortly to be 
re-released, Soto Flight in a 
slightly revamped 'deluxe' form, 
as it now has a flight tuition: 
mode and a few minor 
alterations and additions. 

Several weeks ago US Gold 
received a tofax from the 
President of Microprose, "Wild 
Bill' Stealey > informing them of a 
new simulation in the pipeline , , 

Understand Digital 
Integration has a simulation 
of A H-64 attack helicopter on 
the market . > . What we are 
developing wifi biow it out of 


the water, 

Best Regards 
Wild Biff 

Coof Did you know it cost 
something like $3,000,000 to 
train Mr S tea fay to pilot an FI 5? 
Double Cool But what are they 
developing to make them so 
confident? Gun Ship t that's 
what and you'll be able to find 
out just how explosive a 
simulation it really is in late 
January. 

While we're on the subject of 
blowing things out of the water, 
January will see the release of 
Silent Service — an action- 
packed Wor ld War ll submarine 
simulation by Sid Meier, author 
of F 15 Strike Eagle, requiring a 
cool head with plenty of quick 
thinking and decisions lo be 
made. Aero Jet is the title of an 
exciting new "advanced flight 
simulation' from Andy Hollis, 
the guy who wrote Spitfire Ace 
and Mtg Alley Ace, and puts you 
in the pilot s seat of a smalt 
acrobatic jet, hence the title. At 
least it will when its released in 
February, 

Now to the REALLY hot stuff . . 


. We start with a company called 
Accolade, whose founders, Alan 
Miller and Bob Whitehead, were 
rekn owned game designers for 
both Atari and Activision, Their 
aim is a simple one: r to provide 
games that have lifel ike action, 
natural game play, and movie 
like graphics with the highest 
q li a I Fty g raph ics possi b I e \ 0 K, 
so it has been said before by 
many software house on a 
number occasions, usually 
without justification. But having 
actually seen three erf their titles, 

I can assure they are not kidding 
by any means. 

Their first game is to be 
released early next year and is a 
baseball simulation called 
HerdbalL r Sn what'* you're 


probably thinking, It's been 
done before' — not like this It 
hasn't — Hardball is a true 
baseball simulation in every 
way and just has to be seen to be 
believed. The graphics are 
incredible and as you can see 
from the screen shot, the figures 
are huge and detailed — but wail 
until you see them move . . , The 
quality of the animation is state- 
of-the-art; making even the 
superb standard present in 
Summer Games III ook dated) 
The game itself is very realistic 
and atmospheric and gives the 
fading that ft's being televised, 
not played. The only problem 
with Hardball is that it won t be 
available for another two 
months! 

HARDBALL — the in -field, fss the 
pitcher lined up. 
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Law of the West is Accolade's 
second title for US Gold and is a 
game of 'decisions' and fast 
action that puts you in the shoes, 
or rather boots, of the Sheriff of 
Gold Gulch — as tough a Wild 
West town as there ever was. 
The object is simple — stay alive 
'til sundown, whilst keeping the 
peace In the process — and it 
ain't easy, believe me. 
Throughout the game, various 
characters make an appearance 
and ask the most obtrusive of 
questions. For example, the 
saloonkeeper, who is rat her well 
endowed femme fatale, strolls 
casually onto the street and 
greets you with 'Well, hello 
there big boy', to which you may 
offer one of four replies, such as 
Uh, hello, Miss Rose', 'Get off 
the street you painted Jezebel 1 , 
'Mind if I come up and visit you 
tonight7' or How's the saloon 
business doin' lately?' The 
bashful approach incites the 
response ’I like the strong silent 
type' and presents you with a 
problem (in more ways than 
one ! ) and four more possible 
replies for you to choose from, 
And so it goes on — unless you 
sufficiently annoy or scare a 
person enough for them to leave 
in a huff? Some nifty gun play is 
also needed during play, but you 
do have to be careful not to 
shoot innocent bystanders by 
mistake? 

The program contains gome 
superlative graphics and sound, 
along with language and scenes 
depicting life in the Old West, 
which as we all know, was a 
rather violent and somewhat 
'coarse 1 period in history — so 
some of the more 'dodgy' 
aspects may have to be 
removed — unfortunate, as they 
do add to the game rather than 
detract from it. Still, Law of the 
West is highly unusual and 
enjoyable to play, and there are 
a multitude of exciting and 
different situations to contend 
With, 

The third and final Accolade 
game is Psi-5, Which can loosely 
be described as a trading game, 
but shouldn't because that 
makes it sound boring — and 
PshS is far from itl It's a brilliant 
combination of trading and 
action, with incredible graphics 
and gameplay elements. The 
object of the game is to 
transport supplies to the 
troubled inhabitants of a distant 
planet. It sou nds deceptively 
simple but the way is fraught 
with danger and there are 
problems enough in running a 
ship, let alone coping with 
copious alien attacks. 

Once again Accolade have 
come up with some quite 
stunning graphics and 
gameplay elements. For 
instance, when you initially 
recruit a crew of five from a 
choice of thirty different 
characters, each with their own 
personalities and skills, you are 
given a full screen picture and 
description of every applicant I 
Communicating with your crew, 
when eventually m flight, gives 
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FIRING 


ORDERS LIST 
Target Pri 
at 8 3 

E 3 


Weapon 

Missiles 

Blasters 

Cannons 

Therms 

Blasters 

Cannons 


at ft 4 

at G 8 

at 6 3 

at D 3 


Status 
out -range 
i n— range 
broken 
no power 
in-range 
broken 


An example of the graphics in FSI 5— s bemysed weapons specialist is being hassled by some aliens. 


rise to another of the many 
superb touches present 
throughout the game — each 
mein bar visibly speaks to you f 
The quality of the animation is 


unbeEievabte and the characters 
look incredibly lifelike as they 
burble away. r$i-5 is my 
per$onaf pick of the Accolade 
bunch — with fts fantastic 


graphics and depth of gameplay 
i 1 1 ooks as i f at wi 1 1 prove 
immensely popular when it 
materia Uses around February 
next year. 
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base and your mission is to 
recover them. The game starts 
at a military base and it is here 
you must 'build' you r helicopter 
by equipping it with sufficient 
armoury, weapon ry, fuel etc, 
before taking to the skies, where 
you encounter many enemy jets 
and choppers to be dealt with 
accordingly, One really nice 
touch is that the hands on screen 
(see screen shot) follow your 
every move, creating an 
authentic feel when rn flight 
On reaching the vicinity of the 
enemy base and leaving your 
helicopter, the view changes to 
an isometric one with scenery 
(and guards!) in abundance, A 
small representation of your 
figure is shown in the centre of 
the screen and you can move 
around freely in all directions. 
An inventory can be called up at 
any time allowing you to select 
one of many weapons for use, 
such as machine guns, grenades 
and even a portable hole! Once 
inside the base there are lots of 
bui ld fng s a n d the I ike to explore, 
objects to collect and action to 
be had. On entering a building 
you are given a half screen view 
of any rooms entered — and 
there are plenty of those! 
However, s houl d yo u get ca ug ht 


jet caught 
you will have to face the firing 
squad — and in full screen view! 

infiltrator is the most 
incredible new games concept 
to hit the market, as you will be 
able to judge for yourself when it 


Ready tetaks off on a mission of mercy in INFILTRATOR 


is released at the beginning of 
next year. 

Oatasoft have four new titles 
up their proverbial sleeve, all 
due for release in early 85. 
Alternate Reality is a 
role-playing /adventure game 
with strange, but very 
competent graphics and some 
equally unusual music to 
complement, Pole Position it. 
Elevator Action {both due 
February ) and Kung Fu Master 
on the other hand, ere the 64 
versions of their arcade game 
counterparts— the latter being a 
near-faultless conversion, 
lacking only in the speech and a 
few minor presentation points 
of the original (for those of you 
who never brave the darker 
recesses, of an arcade and don't 
know anything about the game, 
it's a variation on the martial arts 
theme, in which you must fight 
your way past five levels of 
ferocious foes to finally rescue 
your toved one). Lots of fast 
action in the form of gratuitous 
violence, makes Kung Fu Master 
great fun to play, as I'm sure 
you'll agree when you see it In 
the beginning of January. 

Finally, another near-faultless 
conversion coming your way 
around January is the cult 
underground hit, Crystal 
Castles, from Australian 
software house Thundery isioni 
Julian Rignall raved over it 
somewhat in our August issue 
and considers it to be THE finest 
arcade conversion for the 64 
yet!' Recommendation In itself, 


KUNG FU MASTER 


the truth. Infiltrator contains 
everything you could ever want 
in a game — simulation, shoot 
em up, strategy, adventure end 
more . . . 

Some scientists are trapped 
within a top secret, high security 


work over the past six months 
on his latest project /nfittrdtor — 
and what a project! My first 

a ressions were that it was a 
copter flight simulation, but 
on after playing I realised that! 
couldn't have been further from 


In issue 2 of Z2AP! we 
reviewed a game called 
Wftirfynurcfs, written by 
American Chris Gray, who 
incidentally, was the designer of 
that all-time classic Souioer 
Dash. Chris has been hard at 


H , ... ... m i, :::=r 
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MORE WHEEEEE, SPLAT 
(GENTLY) 


And yet another update on how the ZZAPS/CRASH/AMTIX! Dr Barnardo and 
Action Group charity parachute jump is progressing, C'mon people, we need 
your votes to push some of our staff out of a high-flying plane — they want to go 
— they really do , . . 


i suppose that it was inevitable 
that those who didn't really want 
to jump should attract the most 
votes. ZZAFs very own Mr 
Rignall seems to he at the top of 
the list and he is very concerned. 
When he asked me how he 
should go about getting out of 
this mess I suggested that he 
should try being pleasant to 
people which would result in his 
being ignored. Of course the 
easier alternative would be to 
send a few votes in himself, to 
try and work his way down the 
list. He put the proposition to his 
bank manager who simply ref- 
used to advance Julian the 
necessary funds. Strange thing 
was, the very next day we had 
some votes from a bank man- 
ager, for Julian! 

Franco Frey, The Newsfield 
technocrat, is more than a bit 
disappointed that he is lying 
only eleventh inthe jump table, f 
am a little surprised by this as 
Franco writes quite a lot for all 
three magazines, mostly on 
graphics packages, so he really 
deserves to considered. Some- 
one at the lastZX Microfair 
really put his finger on Franco's 
problem, when he declared that 
Franco F was a really nice guy'. 
The voting trend seems to be for 
the Newsfield equivalent of a 


video nasty, hence the strong 
showing by the likes of Gary 
Fen n, Julian Rignall and Robin 
Candy. Send a nice guy aloft — 
Vote for Franco. 

While we are on the subject of 
video nasties that reminds me of 
Mr Candy, who In truth is a good 


A V' 


m/rnm 




zsJ// 


$4 - .1 




^ mi 







bloke, he's just misunderstood. 
There seems to be something of 
an ego battle being conducted 
between Messrs Candy end 
Mangram, Each of them see the 
number of votes as e measure of 
popularity. This has naturally 
put Lloyd in e very difficult pos- 
ition, he isn't keen to allow his 
frail body to be ejected from the 
back of a Hercules. He is, how- 


ever, just as determined not to 
be shown up by 'that little 
jumped up poke person'. The 
CRASH Editor Graeme Kidd 
seems to be attracting more 
votes than he bargained for, so 
many in fact that the worried 
man was caught actually trying 
to edit the jump table. I have 
now taken steps to ensure that 
the table is kept where Graeme 
can't find it, on his desk. 

The software industry contin- 
ues to donate prizes. Among the 
latest contributors are Ocean, 
The Hrt Squad. Incentive and 
Mlcromega. The boys from 
Micromega, Neil Hooper to be 
exact, sent us a superb letter and 
what must be World's most 
awful joke, so appalling in feet 
we feel that it would 1 be irres- 
ponsible to print rt . We can, haw* 
ever, make it available to anyone 
daft enough to want to see it — 
for a mere five votes a read. And 
yes Neil, we would like to hear 
the one about His'n 'Hercules. 
The Ram Jam Corporation have 
promised to Send us s bumper 
box of prizes and a respectable 
block of votes. A sudden burst of 
generosity perhaps? Welt not 
entirely, it seems AlWTIXI's Sean 
M asterson has upset them. Ran i 
Jam, far from being a bunch of 
wa flies, quickly calculated that 


sending a substantial number of 
votes for Sean would be a lot 
cheaper than paying the train 
fare for their heavy mob to come 
all the way up from London- 
Smart. 

Even John Edwards, the client 
liaison person, has collected a 
vote! As yet I have been unable 
to track down the source but 
suspect that it may have come 
from an advertising agency, if 
so, send more. The Army would 
be truly grateful of the opportun- 
ity to test the lift capacity of a 
civilian- la den Hercules. I can 
think of no better way than by 
sending John, Graeme Kidd and 
Gary Liddon, 

Remember, whoever you chose 
as a victim, never forget that 
every penny you send will go 
towards making a handicapped 
person's life easier. 

This months voting recommen- 
dations: 

FRANCO FREY because he's daft 
enough to really want to do it, 
and GARY LIDDON because he 
thinks he's man enough to, 

Next month we shall publish, for 
the first time, the Jump Table so 
far together with the pleas and 
excuses of fhe top six. 


I want - . to jump out of a very high-flying 

Hercules (He or she may use a parachute at their 
own discretion) 

I enclose a donation of £ (minimum of £1.001 

and no coins please. We get charged for receiving 
them. 


THE COMPETITION Y BIT 

Name three flight simulation games 

0) 
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I am frequently known as 


and l .j ei be reached at ■ . 


■ j ■ ■■■»■■ r 


In fifteen words or less, using your skill and judgement 
and a pert, complete the phrase below in the most apt 
and original way: 


Postcode * T 

SEND YOUR VOTES AND LOOT (NO COINS!) 1 WANT GARY LIDDON TO JUMP BECAUSE 

tot 

WEEeeeee SPLAT' PC BOX 10, LUDLOW, 

SHROPSHIRE , SY8 IDS - 


STOP PRESS' 01 i offers original cover painting as a prize for the voters in the Loony Leap Charity Competition! 
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THE SUBJECT OF THIS 
COMPETITION IS NOT FOR 
THE FAINT HEARTED. 

BEWARE. 



COMP 


Think you're a really, rea II y brave person? With just that streak of cruelty th at pti ts you ahead 
of t he crowd? You could take a trip on the Ultimate Roller-Coaster, THE BLACK HOLE. 


PLA Y MINION'S REVENGE 
AND WIN A WEEKEND A WA Y! 


Hi-& chap $ at Domark are about to release a game called Friday the 
13th* starring the mean minded Jason who's got massacre, murder 
and mayhem down to a fine art. Newer before, in the history of 
movie- making, has so much plastic blood been split as the result of 
the actions atone man. 

Now some of the gory aspects of the films wilt be brought to your 
com put er sc ree n — and to promote the ga me. Do ma rk have decided 
to sponsor a brave ZZAP! reader to take the ultimate test, on the 
ultimate rollercoaster; The BLACK HOLE, at Alton Towers, in 
Tamworth. Do mark will cough up for rail travel to Newcastle and will 
si ck up the tab for two nights stay for two people in the Post House 
Hotel in Newcastle, Staffordshire. Not bad* eh? But only for the brave 

A Competition Minion's life i-s not a happy one, at ZZAP! Towers 
You may have noticed that they even left me out of the photo story in 
this issue ► . See what I mean, ( r m thoroughly downtrodden, 
dispirited and glum .It's enough to drive a chap to mindless . . .Wait- 1 
have It The perfect plan for revenge! 


I f Oil to do is rank t ie top five Liddon Tortures, using your skill and 
udgement, in order of unpleasantness. Fill in the letters next to the 
numbers on the entry form, and dash it off to TAKETHAT, LIDDON L 
PO BOX 10, LUDLOW, SHROPSHIRE, SYS 1DB to arrive before the 
dosing date, which is 30th January 1986, Oh f and complete the 
tiebreaker bit too, by dreaming up a N^sty Thing To Do To Liddon 

(NTTDTth a If of you* very own, 

NTTDTLs WE KNOW AND LOVE 

A} Tell him to do some work 

8) Give him a typewriter and tell him to write a review 
CJ Take away his copy of 2000AD 

D) Give him s typewriter and tell him to write a comment on a game 
El Tick him off for coming in to work at ten to lunchtime 


F) Steel his tomato sauce bottle while he's atthechip shop, stocking 
up 


G} Tell him that the sandwich shop has closed for winter 


H) Refuse to lend him any money to buy dinner with and then eat a 
banquet in front of him 


I) Wake him up 


J) Wait till he's asleep in the office and then convince Jeremy 
Spencer's dog Gary Liddon is a tree 


K) Set StreetfightirT Sue from Mail order on him 


L) Tell him that three hours is too long for lunch 


There's this chap in the office. He's called Gary Liddon, Indeed (and 
this makes the whole plan just perfect, almost too perfect) he used 
to work for DOMARK! Then we gottim. 

He's a bit of a nark really, very easy to be nasty to. All you've got to 
do is suggest he stops eating For a moment and does some work 
and he gets mortally offended. There's lots of other tricks the ZZAP! 
lads like to play on Liddon. Like making him leave lunch for a game, 
insisting ha keeps playing it until he's got the high score and 
suchlike. 

Mind you, he deserves much of the flak he collects. The Liddon 
has got some horrible habits — like eating Chicken and Chips on the 
Ed's desk, splattering his computer keyboard with chicken fat. So 
he's not universally popular up here in sunny Ludlow. 

So here goes, your chance to play Minion's Revenge; Listed 
below are a dozen unpleasant things that we could do to Liddon 
during the course of a normal working day at ZZAP!. What we want 


MY RANKING OF NTTDTL is: 

In2n3n4n5n 

And my very own Nasty Thing would be 


NAME 


ADDRESS 


PS: We like him, really 




The Right Little Cult takes an affectionate look at the past year's Stuff 


months (EIGHT months l hear 
you shriek — we/fIZAP / only 
hunched with a May issue* It 
was very dull before ZZAPi 
came along , what with PCG for 
company, remember my double 
page poster in that organ?— 
didn't look much like me 
though}. So, as life only began in 
the merry o/d month of May, 
what better place to start? 


of 1 2-year old jargon that so 
irritated unde Jeff — he was 
probably right on this one . . J 
Which brtngs us neatly onto 
Mama Llama, a review that 
raised a storm In a tea-cup, since 
no-one here liked it much, and 


Jeff prefers his tea unstirred (see 
the Minter interview this ish). 
The rumblings went on for some 
time— ZZAP's first controversy 
— yee-hahf 

Lowering into Earth s 
atmosphere, US Gold offered us 


Super Huey — as did 
Audiogenic shortly thereafter 
(something to do with a Joint 
licencing deal with Cosmij, This 
' 'superb helicopter flight 
simulator' appealed widely ; 
especially when US Gold 


t Thfl Amitlng! ifMKnft hits lilt 64 

* H^aMinw 3t) -up plu* ctoep strung y 

# ti; plus umbliei nui extr* 


The pages of the brand new 
mega-rrtag burned brightly 
enough (whet with me in the 
margins and those daft 
reviewers ' faces Uttering the 
columns) and Bob Wade got to 
do an awful lot with Elite from 
Firebird, though he remained 
mostly harmless. There were a 
lot of 'exclusive ' reviews of this 
game, but we had the 'proper 
one 'and it was ZZAP’s first G old 
Medal. Yo u lot had to wait a 
white for it though — until 
August in fact when it was well 
received despite some minority 
disappointment due to its slow 
speed. Staying in space , we 
found ourselves aboard the Zoff 
Vwith Beyond '5 Shedowfire; the 
world's first icon-driven 
adventure, ft used no text- input 
and so suited Julian RigrtaU right 
down to his white cotton socks. 

This was one of May's many 
Sizziers, deservedly so, and f 
remember Chris Anderson 
saying that ‘experienced game 
players will rave over it. ' 

! don ’t know whether the Zoff 
V ever made it to the strange 
planet where Pas tender's action 
takes place, but Activision did, 
giving us a much underrated, 
fast moving, frenetic 'Shmup' 
(ghastly phrase ) (for the first 
time readers, guys , SHMUP 
stands for Shoot em Up, the sort 
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winning, a success story that 
was to turn him into the world's 
most hated 64 owner it seemed 
as though his gain was o t tr toss 

Aivav from the heady heights 
of Sizzierdom, there were some 
unfortunate releases, such as 
Penetrator, a game that had first 
appeared on the Spectrum a 
century earlier, end Pole 
Position which had appeared on 
the arcades a mfflentum earlier 
and only made it to the small 
screen in time to compete with 
far better looking games 
inspired by it Web Dimension, 
Activision 's attempt to provide 
alternative entertainment fat fed 
miserably , or so the fads 
thought and it made ZZAP's 
first Tacky, in which / 
unfortunately became 
entangled \ 


complain and Beyond 
announced that they would go 
ahead anyway. Eight months 
later and it hasn 't appeared — 
where is it/? 

Talking of games that haven't 
materialised ) yet despite ads in 
our first issue, whatever 
happened to Street Hawk and 


Daley Thompson's Super Test? 
Has Ocean 's matter transmitter 
malfunctioned? Perhaps they 
should consult the expert, the 
Scoreford— speaking of whom 
fin hushed and awed tones! we 
had the first ever ZZAPl 
Challenge with those loverly pix 
of the team (looking at the one of 
Gary Penn, a reader /star 
clamed he was a bull elephant 
being neutered — GP that is, not 
the reader). As the world at large 
knows full welt, it was Julian 
Rignall who won— and kept on 


fact) — the 'best pure tra ding 
game we've seen/ they said 
Mikm-Gefi were also the cause 
of some heartache among the 
breasts of the tender new team. 
Once again Julian went on a 
limb, hating Everyone's A Wally 
— so much so that hi$ comment 
was lost somewhere along the 
way between Yeovil and Ludlow 
(accident or design?], lea ving 
Watty Week to Susie quietly 
away to himself. Bob Wade and 
Gary Penn. 

Yet MORE controversy — 
which was the best baseball 
simulation, World Series 
Baseball from newly relaunched 
Imagine or On Field Baseball 
from Activision? Imagine f s 
game took it by a reasonable 
margin r but the behind-the- 
scenes battles at ZZAPl Yeovil 
threatened the carefully 
balanced meshing of the teem. 
What would happen next!? ft 
wasn't over ; the bouncing balls 
from the sports field turned into 
bouncing bombs in US Gold/ 
Sydney Developments" mega 


lowered their price to compete 
with Audiogenic. Another 
helicopter went dashing 
underground in a vain attempt 
to rescue some silly scientist 
chappies. Airwolf, a substantial 
rewrite from its origin at 
Spectrum incarnation, gave 
Elite their first decent 64 game 
and a Sinter to boot. And 
coming down to Earth itself with 
a real Bump , there was the 
second of three Sizzfers for US 
Gak4 with Spy Hunter — a game 
in which the bump was atK That 
erudite purveyor of literary 
prose, Julian Rignall said it was 
f the superb arcade blast &m t 
bump em, crash em, ail action 
shoot cm up . 1 Gosh f 

The third Sizzler was Bounty 
Bob Strikes BacK one of the 
yea/s most addictive and 
Original platform games — we 
wore bit naughty, because we 
reviewed the Atari version on 
the strength that it would be 
very similar to the 64 one — 
thankfully it was apart from 
some very minor points such as 
the emergency help function 
which, incidentally, only killed 
you. 

Another Sizzler in May with 
platforms in it was Cauldron 
from Palace, although until you 
managed to get through one of 
five doors, it more resembled a 
broomstiik ' Defender ' A fairly 
tough game this with attractive 
and amusing graphics and some 
adventure overtones to round it 
off. Even more adventure still in 
the arcade vein was Gargoyle 
Game's Spectrum classic, and 
ZZAPl Sizzler ; Tir Na Nog 
convened by Graham Stafford 
of Design Design , ft was 
Gargoyle r s first and last venture 
onto the 64— sadly it didn't soil 
too well and they felt that the 
Spectrum follow up Dun Darach 
couldn't be done on the 64. 

Further into the vein , another 
Spectrum translation finally hit 
us from Beyond with Mike 
Singleton's Lords of Midnight 
Again, this strategy adventure 
didn't fare too well on the 64 and 
caused Beyond to cancel 
arrangements to convert the 
followup Doom dark's Revenge. 
Fortunately bads of upset 
ZZAPl readers phoned to 


wnr uiWr 

RCWUhlb * * 


futile one and gams nothing. 1 
Gosh. 

There was an off court battle 
instead of On Court Tsnnis with 
the review of Activision $ tennis 
action simulation Both Rignall 
and Penn didn't honestly think 
much of it but Chris Anderson 
and Bob Wade disagreed end 
Sizzled it (they're bigger, you 
see). It wasn T the only internal 
controversy in June, for Riggers 
hated M.U.LE r Ariolasoft's 
trading game (he hates being 
caUedRiggers, you know}, ft still 
Sizzled, however ; because the 
others thought differently (the 
very nature of controversy in 


Issue 2's cover sparked some 
controversy, with its melting 
face, as did the game it was 
based on. Theatre Europe Ay 
PS5 Julian thought the face on 
the cover was that of our very 
own subscription queen, Denise 
Roberts — nasty — while one 
reader thought it was a portrait 
of his sister drinking milk 
through a straw— even nastier 
The game bit the spot however , 
getting a Gold Medal and 
exciting Gary Penn to a frenzy of 
CNDness when he said, ' But on 
playing it will be seen that #s in 
real fife, the use of nuclear 
weapons for winning e war, is a 
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war-flight simulator 
Dam busters. The quantity of 
bugs present tn the prerelease 
version was more numerous 
than the bombs. At the fast 
second, pressure from GPantf 
JR f resulted in the editor talking 
to US Gold and the re view being 
abruptly truncated in favour of 
re-rating it later when the bugs 
had been dealt with , US Gold 
gratefully re-examined the 
program and Sydney made the 
necessary alterations. 

Them was no argument over 
Pitsiop 11 and Super Pipeline IL 
since both follow-ups were 
excellently received. The split 
screen racing game from Epyx 
was generally regarded &$ the 
best of its kind then, and still is to 
this day. It also gave us lots of 
fun with the screen shot 
annotations which told the 
reader vitally informative things 
Such as ‘driver', 'front wheel' ‘ 
and the like! Task Set's Super 
Pipeline II boasted some great 
tunes and graphics to 
accompany the frenzied action . 
Julian didn't seem to think that 
much of it however — does this 
guy like anything apart from — 
hut no, that must wait until its 
proper time. Talking of great 
tunes 7985 has been a year of 
astonishing progress musically 
on the 64 f as we shall see . P „ 

T wo o ther important Sizzlers 
in June were International 
Basketball from those stalwarts 


of the amusing , attractive and 
unusual Grtbbly's Day Out This 
was written by newcomer 
Andrew Bray brook. Talking to 
the team , he and his 'boss, 
Andrew Hewson r agreed to take 
the gamble of featuring 
Andrew's next game 
throughout its development, 
end so the feature series 'Birth of 
a Peradroid 1 was born, starting 
in Jufy r a diary written by 
Andrew as he worked on 
Paradroid. 

We got our first mention tn of 
Mercenary from Novagen — 
quite a while back huh ? Stilt 
haven't seen it yeb and we ran 
into some ‘trouble* over the 
review of Amazon V^rrior by 
New Generation. New Gen 
disliked the reviewers ' attitude 
and the programmer threatened 
never to write a game again — 
thankfully he is though. 

But the biggest news of the 
moment was that ZZAPI was to 
be moved from its base in Yeovil 
to Newsfiefd's mega-stylish 
giga-tower block HQ in Ludlow, 
in the process of moving, a few 
things were lost such as Gary 
Penn r s Tears For Fears tapes, 
some biros and our erstwhile 
newshound £d Banger through 
an unfortunate accident on the 
M4. Oh, and Chris Anderson and 
Sob Wade who decided they 
prefered Amstrads to 
Commodores, Well Chris 
cou/dn 't quite make his mmdup „ 
but more of that later. One of Ed 
Banger's last news items was 
the imminent release of Mike 
Singleton 5 Quake Mfnus One — 
we ve/ust this day heard that the 
game is completed at last 


uHee* m 


Min ter was dropped as a ZZAPI has thought really highly of an 

columnist and the readers were Ultimate product on the 64. 

left to fight it out in the Rrap One game I thought should be 

pages over the following issues* & Goto Medal, as did the Wade I 
July pro ved to be quite a lively Anderson collective, was m y 

month, kicking off with the great very o wn follow up to Q ou Ide r 

Dash — me in Rockford's Riot 
which Rignaft and Penn weren't 
so keen on but that didn't stop 
the game from Sizzling, Thank 
you r thank you, thank you r 
Budget games have taken an 
up-turn this year, the trend 
commencing when 
Mastertrgnic released Kik Starr 
and gave us a £ 70-quality 
product for only a fifth or the 
price , This motorbike stunt 
game pro ved highly pla yabie 
and addictive — something not 
previous fy associated with el 
cheapo r 

One company largely quiet 
throughout the earlier part of the 
year was Vitkin, but they 
released their re vam ped 
Spectrum hit Strangeloop and 
pleased everyone with its 
arcadet adventure gamepfay, 
great graphics and numerous, 
mappabfe rooms . ft drove JR to 
an ejaculation of delight and 
Sizzled nicely as did Da m b uste rs 
fust finally t after much 
deliberation and squabbling in 
the ranks, 

Hewso n Consultants had not 

been previously noted for their 
efforts on the 64, but after 
severs/ Spectrum hits came up 
with a mega game in the shape 


shoot em up fthe one that's had 
to wait its proper time/ that gave 
Julian Rignall his reason for 
being stive— Dropzone. Written 
by Archer Maclean, ft gave US 
Gotd a Go/d Medal and 
numerous readers broken 
wrists , A nd if you thought the 
Pitstop II screen shot 
annotations were The pits — look 
again at Oropzone *sf 
__ Unusually, there were two 
Gold Medals, another went to 
Ultimate for the arcade 
adventure Entombed — further 
cause for slight internal dispute 
when Chris Anderson and Bob 
Wade thought it should be a GM 
and the terrible twain though t it 
should simply Sizzle , 
Nevertheless, everyone liked it a 
lot to date the fast time anyone 


Edlynil*-" - 


of the trade Commodore, the 
company best known for its 
elephants ; and Lode Runner 
from Ariol a soft T ho former did 
really w&tt and the tatter flopped 
— a bit un fortunate because we 
were right and you were wrong. 

Whet other important things 
happened — oh yes f Gary Penn 
had his face retouched by 
popular request fbut 
unfortunately reprinted — ugh l ) 
and Bob Wade developed a sad 
complaint which caused a hand 
to grow out of his chest and 
readers much merriment The 
flak began to fly over /Winter and 
the Mama Llama review in issue 
L especially when Jeff wrote 
some criticisms of the ZZAP! 
reviewing team in his News 
Letter thingy which ied to a 
Direct Confrontation, as a result 
of which . , . 
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The aforementioned loss of 
much needed equipment (the 
tapes and biros were sorely 
missed} and a tot of time, what 
with the move and the 


exhausting three-day trauma 
experienced at the Commodore 
Computing international show, 
meant that issue 4 had to be 
written in tinder two weeks by 



It just isn't possible to be 
correctly dressed unless you're 


Zzapped up property. How can 
you haute couture or strut you 
stuff without wearing ZZAPl's 
height of fashion clothing lines 
No, there's simply no way out o 
being IN, and if you're in, then 
you'll never want to be out of 
your ZZAP* shirts and cap. 
Anyway, you get the idea, so 
onto the real business in 
hand . , , 


Slinky T-shirts in high quality 
100% American cotton with 
double stitching on neck and 
shoulder seams for lasting wear 
’sequins are an optional extra 
you’ll just have to stitch on 
yourself). Adorned with the 
ZZAPI logo and your favourite 
hero, Rockford {welt, if you hate 
him, you can always hang the 
shirt up and throw darts at it), 
the T-shirts come in three sizes, 
in pate grey. How can you 
resist . , ♦ ? 


For extra protection against the 
British weather and various 
laser blasts, how about a ZZAPI 
Sweatshirt. These are long- 
slBeved, heavy quality and 
fleecy lined with double 
stitching on neck and shoulder 
seams. Colourfast, machine 
washable pale grey and hugely 
improved by the ZZAPI logo and 


Having got that alien-terrorising 
torso safely covered up, have 
you considered the danger from 
cosmic rays constantly pressing 
down on your head? You have? 
Then it J $ time to do something 
about it by getting a 22API Cap™ 
It probably won't do much for 
the cosmic rays P but it wiU tel II 
everyone you're a conceited 
snappy dresser and make them 
think you get great scores on 
Oropzone. These cotton 
wonders have a stiffening of 
foam, a reinforced peak and a 
snap fastener at the back to 
adjust for big heads. One si^e fits 
ail {except for 2 mil I ion plus 
scorers on Drapzone} and they 
come in dark blue with a white 
ZZAPF logo. 


Haut Couture ai 
your pen wrist! 


Name , 
Address 


ise send me ZZAP! 

T-shirts 
£4,50 each SP MG LP 
Sweatshirts £8.95 each 
SG MG LD 
ZZAPI Caps £3.95 each 


Europ^m orders please add 50p. per 
item for the extra postage, Other 
Gauntries by application in writing for 
postal quote 
Please allow 


■ • > > * r t i ■ » * i * 4 * r , , I f f f Postcode , a 1 1 ■ ■ * . m . 

f enclose cheque/postal order to ZZAP! 64 for 


days for delivery 


ZZAP! 64 MAIL ORDER DEPT., PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB 
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the remaining twosome. And it 
was. Just — thanks to a fit tie 
hefp from focal latent, Paul 
Sumner, who joined the team 
part-time after losing gracefully, 
and rather unluckily l may say, to 
Rlgna/f In the challenge the very 
same month . Roger Kean, then 
editor ofZZAP's sister magazine 
CRASH, also lent a hand by 
taking on the monumental and 
strenuous task of keeping the 
ZZAPI reviewers in tine , and In 
thetr cages, during which time 
he somehow managed to 
remain sane. Unlike Lloyd 
Mangram, who has ne ver really 
been ’elf there ' from the start: 

As we If as additions to the 
mag there were changes made , 
although in the main they were 
merely cosmetic. Out went the 
ratings boxes fa pain to lay out t 
am informed by ver fads 
upstairs) along with the 
'Originality' rating, which was 
effectively replaced by ‘Overall*, 
and speech bubbles on non- 
Sizziers- A few other equally 
trivial things were changed, 
such as the ZZAPI readers chan, 
Which was revamped, rewntten, 
re-duced in size and re volting, 
and got a minority of readers 
mooning — but then you always 
have done so that's nothing 
new, is it? 

The prospect of having a Gold 
Medal game looked slim, until 
The Fourth Protocol from 
Hutchinson arrived at the last 
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out though - — but l digress — 
Commodore r s Internationa) 
Tennis didn't quite Sizzle at 
86%, but was regarded by all as 
the best tennis simulation 
available to data- And/ was 
sensible enough to back Becker 
at Wimbledon, which proved far 
more intelligent than the idiot 
who forgot to take screen shots 
of Mastertro nic r s near Sizz ter 
Action Biker. , , 

Sizz/y games aside, there 
were some pretty dire releases 
in this month , Domarks A View 
to a Kill narrowly missed getting 
a 'Tacky * label — the guys were 
of the opinion that it was 'A 
powerful idea that seems to 
have missed the point', unlike 
two disastrous releases from 
Software Projects, Nutcrak a and 
Jet Set VWMy It which were both 
definite Tackles and whose 
'ludicrously long protection 
code sheets* inspired Gary Penn 
to decorate his bedroom with 
‘psychedelic wallpaper F — as he 
described it ZZAPlaiso did 
some decorating in the 
following issue , » , 



minute and consequently 
couldn't be reviewed in colour 
— much to the disgust of a few 
readers, who, true to form , 
complained. Bitterly — not only 
about the game being reviewed 
in black and white, but that it 
was a Gold Medal in the first 
placet 'Should have been 
Melbourne House's Way of the 
Exploding Fist' we were told by 
disgruntled readers on 
numerous occasions. W o it 
shouldn't', replied an equally 
m/ffed bunch of Fourth Protocol 
fans. Ah well, we can't please all 
of you all of the time, now can 
we? Obviously not, since 
complaints that ZZAPI had 
Overrated Exploding Fist came 
in abundance when everybody 
found out about a small flaw in 
the gameplay and soon got 
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bored of it. So there, cynics . 

ZZAP's review of the 
Commodore version of Brian 
EHoodaxe m the same issue also 
annoyed certain readers — this 
time The Edge themselves. 

More of that later, though . . r For 
now, we move from exploding 
fists to exploding bombs and 
Incentive's first Sizzier, 
Confuzion, It just Sizzled at 89% 
and despite attractive graphics, 
a superb tune and absorbing 
and challenging gameplay, it 
failed to 'spark r offany 
enthusiasm amongst 
Commodore owners. Shame 
that, but at least it ga ve me the 
chance to slip in an awful pun. 

From puns to guns and the 
long awaited follow up to the 
classic Beach Head 
unimaginatively titled Beach 
Head If Sizzled its way across 
the Atlantic and onto our 
screens , well it did here at ZZAPI 
— you lot had to wait for a 
couple of months before US 
Gold actually released it But 
wasn't it worth the wait ? Must 
have been , since none of you 
complained about the ratings 
(makes a change). Just the lack of 
a release date with the review — 
pedants , the lot of you, if you ask 
me. 

August also saw Gremlin 
Graphics make their debut in 
ZZAPf with Thing on a Spring, 
their first release for the 64 since 
. . , since T ; . since — Oh / don't 
know — since before ZZAPf 
started. This unusual platform 
derivative Sizzled quite 
convincingly in the eyes of the 
beholders, Jaz 'n'Gaz, which is 
hardly surprising as the game 
boasted some excellent 
graphics and gameplay 
elem ents, with a soundtrack to 
match — 7 he London 
Symphony Orchestra might just 
sound better, ' speculated the 
review — and they weren't far 
wrong, apart from suggesting 
that the star of the game , Thing, 
was 'cute' f huh) and insinuating 
that/, Rockford, could well be 
superseded by him f double 
huhfl — no taste these 
reviewers : The ensuing 
confrontation soon sorted that 



WTEM&eR. 


Both Summer Games II from US 
Gold and Frankie Goes to 
Hollywood from roughly the 
same company — Ocean, were 
awarded Gold Medals and 
caused Julian Rignall and Gary 
Penn to Troth f somewhat. JR 
was once again stimulated to 
full verbal ejaculation, this time 
over Frankie, while GP was 
content with just going totally 
over the top when commenting 
on Summer Games II — There 
isn 't a single superlative 
throughout the Complete 
Oxford Dictionary that can do 
justice to it Summer Games II 
doesn 't look set to become a 
classic — it IS I, he enthused. 

But it was Ariolasoft 's Sfcyfox 


that stole the front co ver since 
Gfi felt it would probably look 
nicest ■ — and it certainly did , The 
game was one of four Sizzfers 
that month and described as 
The best 3D shoot em up 
available T — which was a bit of a 
sit/y thing to say really, 'cos 
Lucasfilfirj T s Rescue on Fractals, 
another 3D shoot em up, was 
reviewed further on in the mag 
and Stzzled just as well/ Stiff, we 
all make the occasional mistake 
— Ocean did when they 
promised to send us a copy of 
Hypersports in time for a review 
in issue 5 — it arrived too fata to 
be photographed and as a result 
the review went ahead without 
screen shots (well no one 
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seemed to mind when we did 
the same with Action Biker jn the 
previous issue), but Ocean got 
their first Sizzler. 

Mastertronic however, got 
their second Sizzfer of the year 


was in the process of being far'd 
out r it was discovered that the 


colour piccies of the game had 
been 'misfeid', by which time it 


seemingly ubiquitous 

The Edge 

to grace the pages of ZZA Pf Rrap 


controversy ? Tne Edge decided 



was too late to take anymore. So 
now you know — but, do you 
know , ; or care for that matter, 
how many times the fetter Z* 
appeared in the September 
issue of ZZAP!? /an Andrew of 
Incentive thought it wouid be 
fun to fin d out and offered a 
Contusion T-Shirt or Sweatshirt 
to the first forty readers to come 
up with the correct answer — 
unfortunately no-one coufdf So r 
out of the kindness of his heart, 
fan rewarded those who came 
closest to the actual figure, 
which was in fact . . . Hold on a 
sec — one, two, three : four . . „ 
But wait f What issue of ZZAP f 
could be deemed complete, 
without ns fair share o f 


with a complaint or two about 
the review of Brian Blood axe in 
issue A They were of the opinion 
that ' the name of the game is 
"let's knock everything 
Speccy % " which so riled Gary 
Penn f that when the opportunity 
to reply arose he proclaimed: 7 
respect the Spectrum as a 
games machine and what it has 


done for games software today 
—f don'tknock 'Specey* 
its own sake . ' — GOSH I 


* stuff for 


1 must admit, I never did 
understand the bit at the end of 
the f eder that said, 'What do you 
expect from lovers of a a rd varies? 
Yeah thafs right, Penguins / — 
uh? I would Have thought the 
answer was bestial behaviour', 
but still r . . 


•CDtObEfr 


with Finders Keepers, a high 


gua/ity, low priced arcade 
adventure that unfortunately 


ended up getting reviewed in 
black and white — as the review 


Just to show there were no hard 
feelings o ver the re view of B ria n 
Blooaaxe, Tim Langdelf of The 
Edge gave us an early look at 
their next game for the 64, 
WizardrVp It was contributing 
writer John Minson who 
actus fly sa w the game and when 
quizzed by Langdelf as to 
whether ZZAP f would like it he 
replied, 7 can't speak for the 
reviewers, ZZAP! being a model 
of democracy , but as far as f'm 
concerned Wizardry is Magickf* 
The fulf review in the following 


issue wasn't quite so 
enthusiastic, however ; and 


subsequently The Edge 
truncated the Minson quote to 
' Wizardry is Magic! 1 (ZZAP? 64) 
and stuck it on their ad. But why 
stop there? They should have 
picked out hriifiant ' from Gary 
Penn's comment: \ . . it seems 
that a brilliant idea has gone to 
waste, * Or how about J exciting 
action # f from Julian Rigna/Ts 
quote: \ . , the game, in my 
Opinion ' is rather long winded 
and tacks any exciting action. 1 
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But then , what do you expect 
from lovers o f aardvarks..? 

— onto the month 
proper ; there were six Si inters. 
Two of them featured as errors 
on the contents page (!) when 
we credited both Racing 
Destruction Set and PinbaEl 
Construction Set to Activision, 
when everybody knows we 
really meant Ariolasefi — 
although all you pedants out 
there ne ver picked it up — 
wonders will never cease f We 
also got the cassette prices 
wrong, too much by three quid. 


Both Sizzled sensationally, as 
did Nodes of Yesod from Odin - 
their first ever release (having 
been Thor before}. Moans 
ensued shortly (so what's new?) 
about it not having been made a 
Gold Medal and m fact this 
month was something of an 
oddity because there wasn r t 
one. While Charlemagne 
‘Charles* Fotheringham-Grunes 
was leaping around the Moon, 
hack on Barth another well 
known character was leaping 
aboard a boat to escape the long 
arm of the taw, giving Gremlm 
Graphics their second Sizzler 
with Monty on the Run, and 


offering us one of the catchiest 
tunes fo 



or ages and highest 
marks ever for sound music. 
Rob Hubbard as a 64 composer 
became a household name, 
especially after we interviewed 
him alongside the review and 
the best was yet to come f . „ 

Leaping aboard boats was 
also a feature of Spy Vs Spy II 
(well submarines then l 
Beyond ' s followup to the smash 
bit Spy Vs Spy {you would never 
have guessed if I hadn't told 
you). ZZA PI reviewers ail 
thought the sequel was 
superior , ; except for the music 
which was changed at the last 
minute — the pre-release 
version in fact had the same 
excellent music as the original 
whereas the new stuff wa$n r t as 
hard hitting , unlike boxer Barry 
McGuigan whose VWorid 
Championship Boxing game 
from Activision {no, not 
Ariolaso ftf was a fast minute 
Sizzier and deemed to be 'an 
exce/fent new sports 
simulation'. It's fate arrival 
meant b/ack and white screen 
Shots unfortunately. 

if that was unfortunate , then 
the headlines on page 12 J were 
a cataclysm. RfGNALL LOSES 
THE CHALLENGE I Double gosh 
Poor Jaz's face was longer than 
Newsfieid's annual financial 
report and just as grim. He lost 
on Frankie Goes to Hollywood to 
* young hero ' Chris Po we/f, 
causing the Scoreford to 
virtually have a hearts attack 
(and no, that's not a misprint), I 
also got a larger than normal 
mention, when my fave hero, 
Gary Penned, did a cartoon of 
me triumphing over Gremlin 
Graphics ' Thing spring thing — 
unfortunately art' missed out 
something in the hea ding which 
should have read; MIGHTY 
MIDGETS WAR IN SHOCK 
HORROR MARGIN BID, still you 
can't expect everyone to get 
everything right every bit of the 
time l 

it's surprising that Gary had 
any time for me, however, as he 
had Just discovered a new 
obsession — Little Computer 
People — and set about 
previewing Activision T s 
development which he 
described as, potentially the 
most exciting piece of software 
yet I've seen this year. Excuse 
the bad grammar — a result of 
Gary getting over excited 

More excitement was 
occasioned by the completion of 
Para droid and hence 
despondency over the 'diary' 
finishing. Was the game going 
to be worth the hoo hah? 
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Well, the November cover may 
have answered some readers' 
questions before even opening 
up the issue, as it featured the 
menacing 751 Settle Droid from 
none other then Paradroid, one 
of this month's two Gold 
Med 3 ) 5 , making up for the lack 
of one last ish. raradroid also 
had the distinction of being one 
of the largest ever reviews in 
ZZAPI, not surprising 
considering both its complexity 
and the exnilerstion it inspired 
amongst the reviewers for its 
stunning graphics and 
qameplay. Author Andrew 
Bray brook and Hewson 


Consultants breathed a 
collective sigh of bas-relief. Of 
course, the letters came in 
afterwards saying we were 
being bias-reliefed because of 
running the r diary J “history will 
tell. 

Inevitably, the other Gold 
Model went to Activision and 
th e Little Computer People 
Discover y Kit the review of 


which was wri tten with 
everyone in black after the 
untimely murder' of Adam, our 
own Pet Person. Not only was 
this a disaster of unprecedented 

E roportions, it was notorious for 
einq the first ever death of an 
LCP. Blame was put on Gary 
Penn for not having fed Adam 
properly; but later revelations 
From creator David Crane via the 



hotline from America r 
suggested that Adam was 
unusually modest and hated all 
the publicity suddenly forced 
upon him that he was getting — 
he retired from public .life, we 
were told, leaving Gary Penn the 
victim of frightening hate mail 
from a subversive group calling 
themselves THE LUDLOW 
MAFIA. 

Two new members of staff 
appeared in November s issue. 
Seen Masters® n r a specialist in, 
in r in „ , , and Gary Lkkkm — a 
man renowned for the quality of 
his tea-making, and stirring. 

The two Sizzlers were very 
different games. Winter Games 
from US Gold, and Wizard's Lair 
by Bubble Bus, the only 
common factor being that their 
titles both start with W. Winter 
Games r despite featuring an 
upside-down bobsled in US 
Gold s advert, had its head 
screwed on firmly enough to 
excite Paul Sumner into 
simulation stimulation — 
another that you can't afford to 
miss/ quoth he. Wizard's Lair, a 
Spectrum convert which just 
Sidled at 09% , I ooked unc a n n i ly 
like Ultimate's Spectrum hits, 
Atic Alec and Sabre Wuif t but all 
thegameplay elements and its 
attractive graphics made it a 
contemporary hit, which is more 
than could be said for the official 
64 version of Sabre Wu/f f put out 
by Firebird. This extremely 
faithful copy of the original 
failed to arouse much 
enthusiasm amongst the two 
Garys and Julian. 



In general, the month seemed 
to provide a top and lots of 
bottom, with not much middle 
ground over which we could 
enthuse. Everyone's minds 
were on the threatened charily 

R arachute jump — Whee, Splat 
Bently), Gary Liddon 
announced that he would make 
the jump (if pushed) whilst 
making a pot of Darjeeling tea 
on the way down — naturally, 
this fact was never published at 
the time; Julian, on the other 
hand, refused to even consider 
jumping, and the rest of the 
office queued up to be the first to 
push him out of it. 

Other than two minor 
competition calamities [Nodes 
of Yesod word square — the 
comps minion can't spell 
Rhododendron — but then, who 
can? And the first ever ZZAPI 
Quiz sli p ped u p when J art J added 
in two squares too many for one 
row of the answer grid) nothing 
much else happened this 
month, unlike . - „ 
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The last month before 
Christmas turned out brightly 
enough. The Gold Medal was 
unusual in as much as it was a 
utility— .aarg hi screamed 
several readers instantly. Well* 
Why not, Etectrosound deserved 
it and with the interest in 64 
music during this year, it 
seemed appropriate enough to 
sing the praises of a program 
that put music creation in the 
hands of ordinary folk. Orpheus 
are now doing something that 
will allow music created on 
Etectrosound to be used outside 
the program itself — currently, 


its one drawback. 

With feb music In mind* we 
bent our ears to the funky strains 
ofMartechs Crazy Comets, 
featuring the hip sounds of Rob 
Hubbard yet again— probably 

his best piece to date, 1 
exclaimed Gary Penn. The game 
wasn't bad either, netting a cool 
84% Overall and an erudition a 
/a Rignall of J p * . this Is definitely 
in my top five shoot em ups". 

Another great shoot em up 
also just missed Sizzling when Z 
arrived at the last minute, 
boasting more bas-relief 
graphics (ones that managed to 


make Andrew 8 ray brook 
jealous). This game was from a 
new name, ftlno Software, but 
rhinos like the river, and sc do 
alligators and they ail live in the 
jungle just like budgies. Another 
z-based game with a shoot em 
up theme was Virgin's Rabbit 
dropping, Zyro. As if to mirror 
the re viewers 'feelings a bout 
this offering, 'art 1 ' went and put a 
kiddies" picture in place of the 
proper screen shot. Tut tut, 

Bui whilst we' re on the subject 
of shooting up, the Z2AP! team 
went ape over Batalyx , 
Llamasoft's first release to be 
distributed through Aria la soft. It 
also looked as though the 
Minter/ZZAP! rift might have 
been healed with this Sizzling 
review. . . ? Animals loomed 
large again in Who Dares Wins If 
as it was released by Alltgata. A 
highly controversial game after 
Aifigata's legal run in with Elite's 
recent acquisition of the 
Commando' rights. As a result, 
Al ligata's original game was 
withdrawn and sufficiently 
redesigned so as not to infringe 
Elite's copyright and we 
therefore got a sequel without a 
prequel. In the event, everyone 
thought Who Dares Wins ft was a 
real classic and Sizzled. 

One shoot em up with 
absolutely nothing to do with 
animals was the semi-flight 
simulator and Sizzler* ACE by 


Cascade* more often associated 
for their el cheapo compilation 
cassettes. Julian Rignall was 
overheard muttering, 'This is 
without doubt THE most 
exciting flight ssm on the 64 to 
date.' Can’t say fairer than that 

Back to animals, I'm afraid, 
with an unusual game tn 
Scarabaeus { a scarab being an 
ancient Egyptian beetle! and the 
nearest thing to a (game! Gold 
Medal this month. Ariofasofts 
game caused flurries of 
admiration for its graphics, 
originality, but most of all for its 
extraordinary atmosphere 
helped by the excellent sound 
qualities (98% to boot). Sean 
Masterson went on record to 
say* "If only there had been a 
little bit more to the game, it 
might have been a classic* but as 
it stands, it's brilliant: The 
record is available from all good 
chain stores. 

What else happened? We did 
a Fight Night preview because 
Sydney Developments weren't 
certain they had quite finished 
the game — but lots of other 
mags reviewed it anyway, loads 
more death threats rolled in for 
Gary Penn from the still 
unidentified LUDLOW MAFIA* 
this threw him so badly, he went 
and lost the ZZAPf Challenge, 
and theZZAP! birders arrived 
after much delay. 
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In a nutshell, then, there is 1985. 
Exciting* wasn't it? Lots of 
advances in the Quality of 
graphics, gamep ay and* above 
all, music. It would be hard to 
pick the one outstanding 
program of the year BUT, for 
me, it was flock ford's Riot — and 
I'm not biased. When asked, 

Gary Penn reckoned on Uttfe 
Computer People, Julian Rignall 
opted for Dropzone (surprise. 
Surprise)* prized away from the 
office tea pot, Gary Lid don 
settled on Paradroid, Paul 
Sumner concurred (though he 
hates Gary's tea) and Sean 
Masterson made a bee-line for 
— Paradroid. 

But what of next year? Well,, 
one thing seems pretty certain 
— if the quality of games 
software imp roves over 36 as it 
did over 85, the software 
industry is going to be working 
pretty hard — and so are we. See 
yo u oex t yea r then . # 
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complete monthly guide by the infamous White Wizard 

for ail 64 owners who prefer games involving typed commands 
rather than wigg led joysticks. 


SEAS OF BLOOD 


Adventure International £9 . 95 cass 


renown, this latest Adventure 
1 1 1 1 i i i i a I ion at release is largely 
lot e E lded on ihe work of Steve 
Jack son and Ian Livings tone. In 
case the name^ areni familiar, 
these gents have brought ihe joys 
of man - to- man combat Into living 
rooms all over the country wit! 
iheEr Fantasy books, The books 
use a dice syslcm combined with 
hit points and experience lu det- 
ermine ihe outcome of rights, and 
ihe system has been adopted by 
\ he tom pu l er ga me . 

tn order to give you lots of 
opportunity fat mlting the dice, 
Sim cf Bt&m puts you in the role of 
a blood -thirsly pirate captain on 
the Inland Sea who must retrieve 


H h Boy, here's a 
really NASTY 
game! For those 
of yon who are 

the good guy, 

you the chance 
IP work put all that pent-up agg- 
ression by sailing around Finding 
vktinis and killing them without 
mercy! Don't get too excited, 
though, because chances are that 
you'll raeei your match sooner or 
later and eml up as shark -fodder, 
All hough it's been programmed 
by Brian Huwanh and Mike 
Woodrolle of Gremlins and Rohm 



Trfi£i R git 





choose noi only the number of 
players, but ^ilso the number of 
turns each player will be allowed 
while they're at the keyboard 
Each player enters a name, and 
from then on r as you wander 
around the different locations 
you 'll come across your colleagues 
in the game. So if you're playing 
with James, John and the White 
Wizard, you may come across a 
location and be told that the White 
Wizard and James are aha here . . . — 
John, of course, is somewhere 
else. 

To make things pretty interest- 
ing, the player arc dumped in 
dlticrenC loca lions at the start of 
the game and this is varied at 
random each lime you play, There 
also appeared to be slight changes 
in the locations themselves, bui 
unfortunately the man at CRL 
with all the answers was away 
when 3 called. 

The plot concerns the King of lx, 
whose crown jewels (upon which 
his power depends) have been 
stolen * As a result, the land has 


been afllicted by a dreadful plague 
and you must sally forth and ret- 
rieve ihe treasures, If you r re play- 
ing the one player game, then you 
mu si simply gel on with it (and 
that doesn't seem all that easy), 
but U ymj'vT go! playmates then 
you're in lor a rough ride. Al- 
though you can of course decide to 
form alliances 


A Preview of the next release from CRL 


ss strategies 
etc, but the basic format of the 
program puis you in conflict wish 
each other. If you fall foul of 
a nol her player, it's a fight to the 
death and the loser leaves the 
game. 

The combat routines between 
players depend on the iwo assai 
lanis facing each other across she 
keyboard and hildng keys as fast 
as i hey can. First to the key is first 
to strike, and the blows JaEI thick 
and Fastf I only hope you 64 key- 
board is up to it. 

Causes of Chaos looks a promising 
investment for the New Year, Vu 
bring you more details next i 
month together with proper 


H hc White 

have brought 

you a full review 
of this interest- 
ing new release 
from CRL, but 

isn’t due for launch until jusi after 
you read this — sometime in 
January to be precise and the 
absence of proper documentation 
means shai I can only give it the 


preview treatment at this stage. 

It warrants a preview, however, 
because it does look quite interest- 
ing. First, it's a multiplayer game 
thai can qicoomrmMJate up to six 
players, though you may want to 
play it on your own if you wish. 
Second, there are some unusual 
features to the program that des- 
erve to be mentioned — even E 
wasn't able to explore its glories to 
the fulL 

The mulu player option is extr- 
emely well implemented. You 


ming features — interactive 
characters, kn example, or inter- 
rupt-driven events. However, the 
Fighting Fantasy team seem to 
have done for ihe company very 
much what Scott Adams did with 
The Marvel Superheroes — inject a 
new bursi of energy ihai has 
rest! tied in an above average 
game. Much as the White Wizard 
deplores bloodshed, he can't wail 


to gel back to the keyboard to 
knock the stuffing out of another 
over- fed merchant t 


Atmosphere 69% 
Interaction 67% 
Lasting Interest 70% 
Value For Money 78% 
Overall 75% 


■ 


fresh as a daisy! Sooner or later 
(sooner in my case) you encoun- 
Jer someone who really gives you 
a hammering, and from then on 
it's only a matter of time before 
you meet your maker. 


i have my reservations about 
Adventure International games — 
they look great and have tots of 
locations, but the parsing is always 
a bit primitive and there realty 
aren’t any outstanding pmgram- 




Steve Jackson and Ian Livingstone 
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HE ENQ OF TH 
? EH A CORN* 


MINDSHADOW 


Activision, £9. 95 mss 


S r ve already rev- 
iewed Ibis game, 
back in the first 
issue of ZZAFE r 
but though my 
beard is now 
longer, the prog- 
ram itself seems 

— — to have shrank a 

iitile — to The extent that it is now 
available on cassette instead of the 


game no longer relies on disk 
accesses to update she screen, and 
although they obviously leave less 
room (or the location descriptions r 
they still manage to create a vivid 
feeling of 'bring there'. 

Other bonuses in this game inc- 
lude a 'repeat last command" faci- 
lity, complex Input and 'drop/gei 
a Jr ■ — alt of which save lime and 
combine with the graphics to give 


Value For Money 78% 
Overall 75% 


Interaction 70% 

I <ist ing Interest 68% 


ICE STATION ZERO 
FAERIE, QUANN 
TULL A 


the program a very professional! 
fed- One unusual option is Lhe 
'think' command which enables 
you to reflect upon various situ- 
ations and eventually, if properly 
used, discover your identily- 
Finally, for novice adventurers, 
there's a tutorial file on the tape. 
The While Wizard is often besie- 
ged by letters begging for advice 
on ma iters * if ad ven tu re , a n d I was 
impressed by the comprehensive 
nature of the advice given here. 
Definitely worth considering as a 
Yule-Ude investment. 


disk-only format. Since that opens 
It up to another group of avid 
adventurers, and it's a very enjoy- 
able game, it seems worthy of 
another mention. 

Briefly, then, this is a game 
where you have to find out who 
you are, what you’re doing, and 
why. You start off on a desert 
island and travel the world in 
search of your identity, solving 
purges and dodging hazards on 
l he way. 

However, what really makes 
ill is game special are the graphics. 
They lake up practically [he whole 
screen and arc well worth polish- 
ing ihe hi locals for* They're 
doubly impressive now ihat the 


Atmosphere 70% 
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MEHil 

HOME COJV 










I he Eighth Day are doing) you 've 
got to be preuy sure they're 
overflowing with original 
material. 

The three games mentioned 
here are a pretty mixed bag, 
however. I didn't gel much satis* 
faction out of Ice Station Zero — 
even considering the budget price. 
The plot is a bit half baked and has 
you zooming off (or struggling off, 
rather) across the Arctic ice cap to 
stop a terrorist from blowing up 
the world. Some of the puzzles arc 
quite original and some of them 
are also extremely tricky. How- 
ever# 1 was conscious only of a 
disiinct tack of thrills when play- 
ing the game. You might disagree, 
and I don r i suppose for £2,50 you 
aren't risking too much to find 
Out Don’t of course, expect any 
graphics, or hundreds of locations 
— but then you re not paying for 
them are you? 

Faeriehabh more interesting— 
ft's a whimsical combinariun nl 
Midsummers Night’s Dream, Am- 
iem Magic and Middle Earth, and 
has you escaping from bulk, wav- 
ing wands and s ripping in and out 
of Fairy rinks in your search for 
treasure. As a Wizard with an eye 
for all that glitters, I found this one 
more to my liking. It also seemed 
to have a bit more to it than to 
Sfflk Iff Zero, and the puzzles, while 
tricky in pans, were more logical 
and better devised. 



Inform fSoftsel, £19.95 disk 


have to confess 
to a secret pas- 
sion for this 
game. Ever since 
j I got hold of an 
early copy (run- 
ning on the Ap- 
ple He) i r ve been 
a devoted fan, 
and am astonished at the lack of 
coverage this excellent game lias 
been given. Now ai last a Comm- 
odore version has been dropped 
into my lap, and I feel fully 
justified m blowing the gaff oh 
what must be one of the best 
ad ventures available on Ibe 64. 

It's by Infoeom, and was rele- 
ased at about the same tame as 
Hitch Hikers, which may explain 
why people dido! take much 
notice. Hitch Hikers might have a 
high market profile, but qV 
white y reckons that Suspect is a 
better game. 

The plot is ingeniously simple. 
As a young reporter you atlend a 
flash society ball given at the 
Ashcroft mansion- It's a fancy 
dress party so you turn up dressed 
as a cowboy. When the game 
starts you're standing in ihe ball 


room having left your lariat in the 
hall cupboard. 

The firsi lew times you play all 
you do is want to hang around in 
[hat ball mom and marvel at the 
way the program copes with your 
inputs. There are a number of 
guests milling about, all in fancy 
dress, and you'll have your time 
cut out finding ous who they are. 
You do [his, of course, by talking 
to them, using such phrases as 
'Werewolf, lell me about yourself 
or 'Batman, who Is the Fairy 1 
Queen'. Many of the responses 
you get are quite extraordinarily 
apt, and for the first time in my life 
1 actually felt when playing an 
adventure, that \ was partaking in 
a real conversion. 

As time goes by, however, news 
reaches the ballroom of a Eiideous 
murder in the study. Veronica 
Ashcroft has been strangled with 
— coops! — YOUR lariait The aim 
of the game is to find the real 
culprit and prove your innocence 
before the law arrives and clamps 
you in irons. 

It's a testimony to the sheer 
inventiveness and complexity of 
the program that I have no hesi- 
tation whatsoever in printing a 
map of it here for fellow Wizards 
to peruse. Even if you play the 
game, which you must, you H ll find 
that the map can only help you 
enjoy it more. As in real life, the 


thrill of the event conies from ihe 
people involved, not the where- 
abouts of various rooms. 

The map is significant however, 
because it's small? There aren't 
that many locations, but there are 
a dozen major characters in the 
game and many minor ones 
besides. Some of the larger loca^ 
fiuns — the ball room, for exam- 
ple,— are split up into sections, so 
thai you can be in ihe ballroom 
near [he bar, or in (he ball room 
near the band. When you're at 
one end of a location you can look 
across the mom and see what's 
happening and who's talking to 
wheu The degree of realism is 
real] v quite rema rfcabl e . 

I shan't spoil Suspect for you by 
giving too much away, except to 
say that during ihe game you will 
find yourself indulge tg in ail sons 
nf tricks and ireats — from hiding 
behind curtains and in garages. Eo 
chatting up your host on ihe sub- 
ject oi race- horsing. This is a 
iremendous game, and I seriously 
warn you not 10 go anywhere near 
U unless you want to spend 
Christmas at the keyboard. 

Atmosphere 85% 
Interaction 96% 

Lasting Interest 92% 

Val ue For Money 72 % 
Overall 89% 



Quann Ttilld throws you into a 
far off where you must juggle with 
Umpetbomhs. Droids andT Speak - 
talk machines as you at tempt to 
strike a blow for freedom against 
the usual malevolent Empire, 
There seem to be a large number 
of puzzles in this game, though 
most of them were concerned 
with using objects in a certain 
way, as opposed to Faerie which 
did have a bit more emphasis on 
how you behaved. 

On balance, l reckon ke Sialism 
Zero is tire weakest of these three 
and probably not really worth the 
pennies. However, if you've got 
three pound coins in your pocket 
then you might be tempted by 
Faerie or Quann TuIIa, 1 certainly 
wouldn't complain if 1 found one 
in my stocking on Christmas day. 

(FAERIE) 

Atmosphere 58% 

I nteraction 55% 

Lasting Interest 55% 
Value For Money 68% 
Overall 60% 


(ICE STATION ZERO) 
Atmosphere 48% 
Interaction 52% 
Lasting Interest 50% 
Value For Money 55% 
Overall 52% 

(QUANN TULL A) 
Atmosphere 55% 
i iter action 55% 
Lasting Interest 55% 
Value For Money 65% 
Overall 59% 
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QUEST FOR 


[his program — if it can possibly 
find a way of killing, you oft in a 
location, thereby forcing you to 
load a saved game or start again, it 
will. So If you're not killed in the 
street, you'll be killed indoors — in 
my case by a large gob of green 
snol flicked at me by a guard. If 
you're the type of person w ho falls 
over backwards laughing at that 
ivpe of thing then go oui and buy 
this game. II, like me, you find the 
smile frozen on your face, then 
save your cash for something 
beiler 


The program has some reason- 
able graphics, though they lend to 
he a bit repetitive and are not up to 
the standard one expect these 
days, even wiib budge! games. 
They do, however, give you some- 
thing to look at, which is just as 
wdi because the game doesn't 
exactly grab you by the sleeves 
and demand 100% concent ration, 
A number of the locations sim- 
ply despatch you to sudden death 
when you firel enter them. In fact, 
sudden death is a strong point in 


Mmtertmnic, £/, 99 cass 


mg times we live in — cither (hat 
or it's because the game was no 
gtxxl in the first place — but the 
Bearded One just didn't dick with 
this one. As the title Implies, it's a 
Pythonesque romp through loca- 
tions strange and devious in the 
search of the Holy Grail, You the 
take pan of Sir Tapptn, a name 
which may have aroused a few 
laughs when it came oui but 
surely isn't going to get many 
now; and you’ll come across the 
Knights who say Ntc (or Lie, or 


mmmmm, this 
IS an old game, 
WT JL p j Older Wizards 

have it in their 
S^PSmi} collection — it 

mmMmrwm was released 
sometime ago by 
* software house 
long forgotten (at least by me) and 
has recently been resurrected as a 
budget adventure by Master- 
ironic 

Perhaps it's a sign of the thang- 


baefe of the cassette inlay it says 
Lords of the Rings has a 
voca b u la ry of 700 wo rds — 
more than any other adventure' 
The only problem is that Level 
9 J s latest epic, Worms of 
Paradise contains a vocabulary 
of about 1,000 words! 


LORD OF THE 
RINGS 


Okay, it's NEARLY heref A little 
detail which might cause a 
pro bSem , t hough — the Wh ite 
Wizard has noticed that on the 


WORM IN PARADISE 


This is the age of the brain 

£9.95 on AMSTRAD, ATARI, BBC, CBM, MSX, SPECTRUM etc 


Aviltabto Ircjm Lfive-I S Computing. PQ Bo* !J9. Amoti US24 , fUfl: 
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CONTACTING THE WHITE 
WIZARD 


There's only one ^ov to get on 
Ehc right side of I he While 
Wizard an d that’s to drop him a 
not^ in ^he po^.1 . You can always 
write to me c/o I7AP ] and j 
promise to reply to ihe readers 
eil her directly or through this 
column whenever possible, If 


ypu have n modem and want ar 
even better chance of a reply 
then contact me via Pres tel 
M icronet on 9 1 99S4BLi4 or on GT 
Gold nn B3:jm25T r Yours in 
anticipation Whisr- 
Wizard, 


that enables you not only to 
include pre-defined images in a 
final picture but also scale them 
appropriately — so that, for 
example, a close-up of a tree in 
one picture could be used again 
scaled down in another to 
appear far away. Yessir, dis is 
quite a prog and the Wizard 
wants one. So will you, I expect, 
but don't expect it to come too 
cheap — if II probably be around 
the £15.00 mark. 


RUNESTONE 

This could be a jewel in 
Fj re bird's crown. Over 2,000 
visitable locations using Lords 
of Midnight type graphics, with 
three iTiainch a ratter 5 to co nt rol 
having played the Spectrum 
version I can vouch For it being 
an essential purchase — the 
graphics are better than LOM 
aria there's some sophisticated 
text input as well, including 
good character interaction. 
Unfortunately the Commodore 
version is somewhat delayed, 
but as soon as I get my wand 
over it I'll Spill the beans. And 
don't pay too much attention to 
reviews of the Spectrum version 
{except in CRASH, which raved 
over the game when first not- 
quite-relaased by Games 
Workshop -Ed} — the 
Commodore one, I'm told, will 
be a better game. We wait with 
bated breath . . . 


ILLUSTRATOR 


SCOTT ADAM'S 
DOUBLE 


Calm down, Qui/i freaks, the 
graphics utility of the year is 
nearly ready to slot into your 
64s. Just in case you don't 
appreciate what this package 
offers, Et en a b I es yo u to ge nerate 
full blown graphic adventures 
using the Uui/L Sophisticated 
graphics commands are linked 
with a ’merge picture' facility 


Just when you thought Scott 
Adams had been sentenced to a 
lifetime's hard labour bringing 
Marvel characters to your micro, 
he pops up again with a couple 
of his own games, this time on a 
two-for4he-price-of-o n e pack 
from Adventure International 
A I ere re [easing Savage fe/and 
parts I and II (Scott Adams 
adventures numbers 10 and 11) 
tog et her fo r £9.95. To be ho nest, 

I haven't managed to get clear 
exactly whet the games are 
about, but Scott Adam's games 
are very playable— especially at 
just under £5.00 each E They're 
also VERY tricky, so although 
they don't feature many 
locations, don't expect to finish 
them without tears of 
frustration. 


WIZARD TIPS 


THE WHITE WIZARD'S 


It's col d r it’s late ai rtight, and 
there you are sweating over the 


Adventures are quite a different 
kettle of fish to arcade games. 
The latter come and qo' and are 
soon forgotten, but a good 
adventure really stands the tost 
of time, So, if you ’re wondering 
what to buy for Christmas, why 
nor check oul your collect ion 
against (he following list of 


Wizard Rated games? AKhough 
its difficult to recommend 
ijamea without reservation 
(since people's opinions very sc 
widely about any game, no 
matter how popular it may 
appear) i can personally 
recommend the following fifty 
games as being a cut above 


average. Three stars by a gome 
indicates an essential purchase 
two stars e hoi contender and 
one star a program worth 
considering if you (or someone 
else) has cash to spare. Go on., 
spoil yourself! 


Beiitlu Quest 

Soreirfit of Clay morgue Castle 

Pinto Adventure 

Voodoo Castle 

Setnrt Mission 

Advert tureland 

SfjkJerm&n 

The Hulls 

GftfnJini 

WflJTWOffcS 
Ten Little Indi ans 
Time Machine 
Golden Baton 
Rabin of Sh wvood 
Seas of Blood 
Heroes of Korn 
Empire of Xflrrr 
Lords of Time 
Snowball 
Return En Eden 
CoIosmI Advenlure 
Dungeon Adventure 
Adventure Quest 
Red Moon 
Emerald Isle 
Diary of Adrian Mole 
Enk the Viking 
Sfitr fit of St Brides 
Zork 1,11 & III 

Hitch Hikers Guide to the Galaxy 

Sorcerer 

Suspect 

Hobbit Idsski 

Sherlock 

Castle of Terror 

Hobbit ft; ape) 

Whordon's Quest 
VatkyHe 17 
Crystal Frog 
Witch's Cauldron 
Svbsunk 
Dallas Quest 
Mindshadow 
Tracer Sanction 
Eureka* 

Wroth or Migra J 


Number 9 

Advening Ir'ilernaE+ma* 

ditto 

ditto 

ditto 

ditto 

ditto 

ditto 

ditto 

ditto 

ditto 

ditto 

ditto 

ditto 

ditto 

Interceptor 

ditto 

level 9 

ditto 

ditto 

dnto 

ri<!to 

ditto 

ditto 

ditto 

Mosaic 

ditto 

Audiogenic 

I nfo*. orn/Comm ndom 

infocom/SDfi5el 

ditto 

ditto 

MeitwDucnfl House 

ditto 

ditto 

ditto 

ditto 

^Blsce Software 

Senr.nei 

Mikro-Gen 

firebird 

US Gold 

Aclivision 

ditto 

Qumark 

MdBlertrpnic 


* Qui Ned curiosity 

£9,9& ** Scult Adams 

see note ■ ditto 

ditto ■ ditto 

ditto * ditto 

ditto i i Used to tee a cal led M is$ion Impossible 

see note ■ * Scott Adams bargain classic 
ditto * ■■ Marvel super game 

CS,95 *• Tricky Marvel game 

■ « You’ ve £een> the fi Im 

■ h Underraled Brieo Hewanfi game 

► * Digital FontSEii a vintage 

* More Digital Fantasia nostalgia 
Ancient classic 

*kp G ri?at pics, poor parser 

* ■ * Bloarithirs-Jy fun 
* « Classic with pics and music 
- * * Sequel to 1 he Heroes 

* * flr&at text only game 
mi Ve-ry tricky te*t only 
*** Graphics sequel to Snowball 
i - Best version o 1 1 h& gr eat original 

* p Subterreoean texs only 
*»* Mqr^ Middle $Brth devilry 

* Excel len t mag icai g rapb ics game 

* ■ Easter level $ ga me 
t# Raamsqf amusing text 

* Level 9 programmed viking sage 

* * p Oul I ffid Stofy of nan ghly gi rls 

* *■* Classic undergrou nd empire senes 

► Excellent adaptation 

■ * * Sri liiant magfccal late 
*•* Astounding chai-actai interaction 
*• Enhanced version worth the extra cash 

* * Tricky , flawed but oih&rwFse bnii 

p* Good pics end muaic 
’ Includes Erie book 
m T ext only dess ic style game 

* Log ice! deiT ing-do up i n The muu ntai rra 
** Bargain at (fm price 
** Excellent graphics 

* * Bargain Quilled game with graphics 
k »* Great pic5 r good game 

► Good pics 

►* Fun through the centuries 

■ * - T ext graphics, meg ic mega 93 me 

NOTE 1; Adverniin&lnieTnatrcmBl a re offering double park bargains on some of tiheir older games. dxrfTi tfiEm for details 
NOTE 2; Details of distribution are currently unclear. Watch out for more news in nem issue 


timely tips? You never know, 
this mighi be your lucky day, ri 

Never Ending Story 

You'll need luck to cross the 
desert. 

Carry the flame from West to 
East to get the glass to blind the 
beast. 

Magician’s Ball 

The key to the door has a tail to 
it 

Geer will help you bark up the 
right tree. 

The Pay-Off 

Look at the costumier and then 
decide 

The Final Mission 

Guardian 0 needs A,C,G r J 
Garlic prevents grisly 
resurrection. 

Robin of Sherwood 

You can serf all the way to 
Nottingham. 

Much Will come to you when 
you visit the camp. 

Mord on's Quest 

The secret code means absolu- 
tely nothing 

Spiderman 

Hydro man deserves a chilly 
reception* 

Mind shadow 

Consider your medical 
condition, 

Don't be afraid to walk the plank. 


dhEtp 

ra.56 

mM 

E7.0Q 

E7.M 

£9.95 

ditto 

ditto 

ditto 

ditto 

ditto 

ditto 

E6.9S 

£fcS& 

ditto 

06 J6 

fri. 93 each 
£31 .45 
142,15 
see note 2 
£17.95 
£14,95 

£9.95 
£14 99 
ca.95 
C9 99 
£999 
£7.35 
ri.93 
£14.36 
£9.39 
£14 m 
ETA F£v 
£7 59 
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DON'T FORGET TO MARK HOW 
MANY DIFFERENCES YOU 
SPOTTED ON THE SACK OF the 

envelope 


After 3 little bit of arm twisting 
(and the promise of a Gin and 
Martini or two) your very own 
Competition Minion is proud to 
be able to announce that he has 
persuaded our very own Oliver 
Frey to offer a whizm prize this 
Chr imble, in the form of a signed 
Oliver Frey original. 

For a bit of fun, OlFs drawn 
this bijou scenette, not once, but 
I twice. Second time around, he 
! made a few changes and it’s up 
I lo you to work out exactly what 
Ifrey we re . After c I ose \ n spect i o n 
of Versions A and B of the peccie, 
ring round the differences in 
Picture 8 r complete the entry 
form and whizz it off in an env- 
elope to ZZARf WIN AN 
ORIGINAL!, PO BOX 10, 
UJDLOW, SHROPSHIRE, SYB 
tDB to arrive by 30th January. 

To make your faithful 
Minion a life that little bit easier 
m 1908, write the number of dif- 
ferences you spotted on the 
back of the envelope, eh? Go on, 
pretty please. 

First all-correct answer out of 
Ibe extra special hat on the 
appointed day will win its 
sender a persona fly airbrushed 
OSi Original. And the winner will 
be invited up to Ludlow to be 
presented with her or his prize, 
in person, by the veritable 
OLIVER FREY. And if you're 
really lucky, we might just show 
you round ZZARf Towers and 
throw in a pub lunch or some- 
thing. Then you'll be able to see 
some of the horrible sights 
depicted \n inside ZZAPt Towers 
this issue. Can you face it? 

To soften the blow of having to 
enter this doonvladen place and 
meet Gary "pass me another 
PPR, this One's split'" Penn and 
Jules "Immac" Riggers in 
prson, we should be able to 
rustle up your re i I fa re from the 
teekiny. Liddon never makes 
any tea , anyway 


NAM E + »K>l i-li-l + I 


ADDRESS * 


POSTCODE 


AN OLI ORIGINAL ! 


QUIZ 


ZZAP! 64 Christmas Special 1985 


■'why xor fl 



Ptcfu^t op ‘ 


111 



THAT S 

r you 


door and you 


If you read ZZAPf you should 
already have heard about the 
discovery of the Pet People, 
those tiny little humanoids who 
live inside every computer. 

What with the mysterious 
'death' of our very own Adam, 
the first ever Pet Person to cross 
the Atlantic, and all the revelat- 
ions of the terrifying anon- 
ymous letters from the Ludlow 
Pet People Mafia who could've 
missed out? Eh?? 

Watching these curious little 
creatures is fun, even for such a 
lowly fife form as a trainee 
competition minion (namely 
me). Seeing one scamper 
around its little house putting on 
records, playing the piano, eat- 
ing, writing letters, phoning up 
people, keeping everything neat 
and tidy and disappearing be- 
hind one of the three mysterious 
doors for long periods of time is 
great entertainment. And no 
mess on your living room carpet writin 
or hairs on the Sofa, either. speak 
They're the ultimate Tec ho- PRER 
Pets I PO 

They win out on most counts, SHRO 
over more traditional pets. How before 
many cats Can play the piano, for just h 

instance? Do you know a judge 

hamster that's at home on the not Hi 
phone? GerbiEs — Pahf Gerbils 
can t type you a fetter. And when 
it comes to putting a record on 

ish is like a — 


catchers. Pet people regularly 
disappear behind one of the 
three doors in their little houses. 
What exactly is it that lies behind 
those Portals? What tempts 
them across the threshold of 
said doorways? What do Pet 
People do behind the doors: 
what pleasures do they find 
there? 

We want you to come up with 
a hypothesis — or scientific 
theory, if you went it in Penn- 
speak. A hypothesis as to what is 
hidden behind the three doors of 
mystery. 

Top prize, which will be 
awarded to the author of the 


MB: ft is a condition of entry that 
all intellectual property contain- 
ed in the hypotheses submitted 
by way of entries to this comp- 
etition shall be vested in the 
Littje Pat Person Research 
Project, and shall become public 
property, as is all research mat- 
erial maintained by the Project's 
Investigators. There should be 
no secrets when It come to Pet 
People Research. 


_ ,■ 

1 


WHO*lflKl5 rer 
viHtN 

unve WE # '■ 


theHiFi, your go 
weli — fish out of water. No, it's 
Pet People all the way from here 
on in, as far as THIS minion's 
concerned 

And to add to the fun of own- 
ing a Pet Person, you are 
immediately roped in to Activis- 
ion's Little ret Person research 
project. Work is continually 
going on to discover more about 
the habits of these little creat- 
ures — and as an owner you are 
asked to contribute any interest- 
ing findings you may make to 


the pool of knowledge. 

Once secret still mystifies res- 
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“A dream come true!” 

(Cotnnwdote l her) 




PICK 


“Wizardry is magic!' - 

\//, tr.'te) 

-One of the best games, * .excellent . , , get hooked on this game, 1 sure did!" 

{(_ Mtumkfaiv Cwipuiift# Intajwfitmaty 

"Wizardry proves that the ISriLs are still the best when it comes to gamephty. 
matching the best graphics and musk with imaginative plotting and fiendish 

complexity" 

f£ tH nt t unfit n ■ / iorfotn*} 

1 1 1LWi FKlt l Weekly, PC Wseklyl-FBONTCOVFIR FEATl IRE t Com. Hor., 


If 





( 


I 



Out with your caption writer's thinking 
cap, sharpen a pencil (or biro, if you're daft • 
enough! and fill in the speech bubble. 

Send off the piety, remembering to add 
your name and address, and you could 
win a prize of epic proportions if your 
entry arrives by 30th January 1986. 

Entries please, to BIG DADD V COMP, 

ZZAP!, PG BOX 10, Ludlow, Shropshire, 

SYS 1DB. 


NAME .. 
ADDRESS 


POSTCODE 


I 1 


It's amazing what you have to do 
nowadays, when you wo rk for a company 
as a Publicity Person. 1 mean, there was 
Melbourne House's PAULA BYRNE (she's 
Wonderful}, sitting quietly in the office 
one day, ponderin g what she should do to 
remote the whizzo new wrestling game 
ig Daddy's Rock'n Wrestle whan in step 
pad the man himself , , Jn full wrestling 
gear. 

"Aha", said a passing photographer* 
And "Oho" as an idea crossed his mind. 
And before Paula could finish writing the 
press release telling people about the 25 
different wrestling moves contained in 
the game, she found herself in a corridor, 
with Big Daddy's arm round her neck 
being snapped by the superkeen fensman 
for a publicity shot, 


Then ft was back to the office for Paula, 
to add the paragraph about the ten 
opponents you meet in the game and the 
rock sound track that plays along while 
you wrestle. Afl in the the working day of 
your average Melbourne House Publicity 
Person, you understand. 

And now the photo has been 
developed, printed and sent to sunny 
Ludlow. Paula, you see r was a bit stuck as 
to how to caption it So she decided to 
offer one set of Melbourne House's 
complete works to the writer of the best 
caption for the photie. And fifty copies of 
the game BIG DADDY'S ROCK N 
WRESTLE will go to the runners up. So if 

t om think you're the wittiest person alive, 
ere J s your chance to cash in on your 
talent. 
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ROCK, WRESTLE and 


WRITE! 




You could win the Complete Works of Melbourne House for the Commotiore 







The Ultimate Games for the 


Commodore 64 



Sabre Wulfand Underwurldeare available on the Com modore 64 at £9*95 inc. VAT 
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HALLUCIN-O-BOMBLETS 


THE ACTIVATION OF 
IRIDIS BASE 

CIPPYONTHERUN 

SYNCHRO II 

PSYCHEDELIA 


AVAILABLE FROM ALL GOOD SOFTWARE RETAILERS - IF IT’S NOT THERE, PLEASE 
ORDER IT-QR IN CASE OF DIFFICULTY, SEND YOUR CROSSED CHEQUE/P.O, MADE OUT TO 
LLAMASOFT LTD., INCLUDING YOUR OWN NAME AND ADDRESS, TO 

LLAMASOFT LTD., 49 MOUNT PLEASANT, TAD LEV, HANTS RG266BN, 

BATALYX” COMMODORE 64 Disk -£12.95 COMMODORE 64 Cassette -£9.95 

PRICES INCLUDE PSP U,K ORDERS ONLY. PLEASE ALLOW 2# DA YS PROM RELEASE FOR DELIVERY 
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INSIDE ZZAP! TOWERS 


aggSsiss*^ 

"‘££ 2 '““' 


OfW 


The way In which a magazine is put 
together seems to fascinate readers. 
So we thought we would treat you to a 
"behind-the-scenes expose' - the 
rarely glimpsed world of computer 
magazine people. Who knows, some- 
one might even turn It Into a TV soap? 
— something to which Gary Liddon is 
allergic. So sit back for a few pages, 
fasten your seat belts, and find out 
from the experts how it's all done . . ■ 
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9 ..s aw^v and, latiWi P-P Sw, d then 
f re 9PiJ-Brnen( f„? mi JjJ ac coum 
p.'ans (he is^ire Jcf ' fer li$mo 

oft Sheet', rr 011 a (af G° ’td ? 1 

practice of hcitnJ? "If™ from the 

Patios, and it j s US JL competed 

month by (he Ja V( ^ ' '^routjhour the 

department V aft1 ** >n rh G art 1 


The lively discussion fit Editorial Meetings fire what make ZZAP 
the magazine rt is. 


The Production COMPtfoUer a David 

Webern, He's every frightening man 

— he frightens us ait the while wf 
lines like T don't care how king it 
takes a* long os the typesetti*! 
upstairs on time , r / Some of 
things he sap are so frightening that 
shy editorial people like Julian 
RignaM leave his office *n tear* 


* 4\1 


l^k 

* ' wf. 


Roger Kean and G»V pBorl d’*™ 5 * a 
trieVy matt at. 
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ONES 1 ' 


erStendtriononsan** 

In to do a r*™*- 


Ont^e 


Sean Mastenon is a vary strategical 
PWMn (we know because he's the 
only one who can reed a British Raj) 
tinno table), hut we’re not sure 
whether he's all that bright (because 
he Keeps getting lost on British Rail) 
(Nuts by kind courtesy of KP). 
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COMPUTER GRAPHICS LTD. 


SALES 051 '709-4462 
TELEX 628332 GAMEG 
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Join in the bi 


BIG BIG HIT! 

ent and atmosphere of the World Series championship with : 

ER STEALS *HOME RUNS* PITCHER STEALS 

and many more aut hentic fun features of real American Baseball 


Imagine Software [ 1 984) Limited *6 Central Street* Manchester M2 5NS*Tef: 06 1 834 3939*Telex: 669977 
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A general shat of one of the layout roams in ‘art 1 . See how hand at 
worto they ell are — and it's barely dawn out&kle. Very *rty too — 
you can ted by the Habitat balloons on the lights, 


Poddy shows Jeremy Spencer how to use an Apricot 






the most original, entertaining game 




Now, at last, available for CBM64 owners. 
From good computer shops, or direct from: 


Price £6.95 


on the Spectrum this year, if not ever” 

(Personal Computer News Pec .1964) 



Mtcrosphera Computer Services Ltd., 
72, Rosebery Road t London N1Q 2 LA 
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■ n the earliest days of home 
(computers, role playing 
| games had just begun to 
achieve relative mass appeal. 
Advanced Dungeons and Drag- 
ons had been on the market for 
only a short while and had 
become instantly successful. It 
was at this time that the then 
young Epyx brought out The 
Temple of Apshai, intending it to 
be real role playing on a home 


micro. 

The success of the first title led 
to the rest of the Apshai Trilogy 
which included Upper Reaches 
of Apshai and the Curse of Ra 
All the titles were expensive, 

nu 


totalling nearly a hundred 
pounds together. They were 
primitive as well, 16K ROM 
cartridges were used for the 
jls and little was under- 


origi rials 


stood about the capabilities of 

h t 


the micros for which they were 
produced. 

Now, some years later, Epyx 
have updated the appearance 
and capabilities of all three 
programs and repackaged them 
as the Apshsi trilogy , What's 
more, they're all on one diskette 


at less than a third of their 
original high price! But for those 
of you who missed them first 
time around, here's a run down 
on what all the fuss is about. 

What you get for your pennies 
is a disk (which may be used for 
saved games), an instruction 
booklet detailing the world of 
Apshai as well as the game itself 
and a summary card to speed up 
play. The disk utilises a turbo 
load technique and therefore 
presents you with a title screen 
and tune faster than you may 
expect. Leading on from this 
screen is the Innkeeper s screen 
which heralds game setup, it's a 
kind of tradition that all the best 
role playing games begin in a 
tavern or bar [perhaps it reflects 
upon the kind of people who 
play the games themselves). On 
this screen a saved character for 
the game may be called from 
disk,' a randomly generated 
character selected, or your own 
character may be created, 

There are six major character- 
istics: Strength, Constitution, 
Dexterity, Intelligence, Intuition 
and! Ego. As in the more popular 


role playing games, the charac- 
teristics are generated on a 3D6 
(three, six-sided dice) probabil- 
ity curve. The lowest character- 
istic is 3 and the highest 18, 
averaging out at 10-11. The 
values of these attributes affect 
the abilities of the character, 

Alt characters (except those 
created by the player) begin with 
120 silver pieces to spend on 
weapons and equipment from 
the innkeeper. Unless haggling 
tactics are used, the character 
will be taken for everything he 
has so be careful, The variety of 
weapons, armour and miscell- 
aneous items available for pur- 
chase from the innkeeper is 
great, so characters may be 
kitted out individually. Weapons 
and armour may be magical but 
such items are only available 
through adventuring, If they are, 
there will be bonuses to a char- 
acter's actions in combat. 

After the character is equip- 
ped, the option to enter the 
dungeon is presented. Any of 
the three Realms that make up 
the trilogy may be selected fol- 
lowed by the Level, 1 -4, in terms 


of difficulty. Once the dungeon 
has been entered, your char- 
acter is displayed surrounded by 
the area of the dungeon within 
his field of vision. To the right of 
this display is a status screen 
showing the fitness of the char- 
acter, weapon inventory and 
message window. 

To move the character, the 1-9 
keys are pressed to indicate how 
many steps are taken that Turn. 
The more steps, the faster the 
character is moving and conse- 
quently, the sooner he will 
become exhausted. To change 
facing. The L and ft keys turn 
'you' 90 degrees left or right or 
the V key produces a 'volte-face' 
180 degree turn. When the char- 
acter moves, the screen scrolls 
and reveals new areas of the 
dungeon In doing so. In this 
fashion, the entire dungeon 
complex may be explored. To 
enter rooms, pick up treasure for 
search or hidden doors, special, 
one-key commands may be re- 
ferenced from the Command 
Card and implemented as 
required. 

Eventually, your character will 
encounter one of the many 
creatures inhabiting the 
dungeons, it is possible to run 
away, but as such is not the stuff 
of adventuring, combat is likely 
to ensue. Attacking the creature 
with a melee weapon requires 
no fast joystick handling as the 
whole thing is moderated by the 
use of turns. The Attack com- 
mand allows a simple jab at the 
enemy, while Thrust is an all out 
hack. This increases your cha- 
nces of hitting the creature and 
of delivering a mortal blow but 
the creature's chances of succ- 
essfully causing a wound are 
also increased. Arrows (both 
magic and normal) may oe used 
as ranged weapons and usually 
kill anything they hit. But of 
course, you only have a limited 
supply of these. 

Combat need not necessarily 
be the inevitable course of act- 
ion when a creature Is encoun- 
tered. It is sometimes possible 
to parley with them, using the 
commands available. If combat 
is commenced against every 
creature you encounter, it is still 

E ossible to do well In the game 
ut you may well miss out on 
some treasure. Where to fight 


2ZAP! 64 Christmas Special 1985 129 






and where to parley is only 
learned with practice. 

As in a conventional role play- 
ing game, successful combats 
and treasure hunting earns the 
character experience pointy 
These reflect the increase in the 
character's skills. An Increase in 
experience helps in the higher 
dungeon levels, Monsters are 


oungeon levels, Monsters are 
fought more easily and efficien- 
cy. Experience points are other- 


wise similar to conventional 
scoring methods. 

At various points in the game, 
you may find your way back to 
the entrance point to a dungeon 
level and return to the inn from 
there This is the point where 
games and characters may be 
saved. On the game disk, there is 
room for up to one game and 
fifty characters. It would take 
many hours continual play to 
complete the game in a single 
session so both of these options 
Should be used from time to 
time. 

After teaching you how to 
play* the manual is far from 
redundant It describes the difi 
ferent creatures you are likely to 
meet In the Apshai dungeons, 
hints on play and, perhaps most 
useful, provides text descrip- 
tions of various locations and 
treasure details, ft is intended to 
be a valuable aid throughout 
play and any adventurer will find 
that the information it provides 
is far from irrelevant. If you are 
to successfully explore the 


entire dungeon network, you 
have to bund up wealth, know- 


ledge and experience. And that 
is going to mean a lot of games. 
The game brings back mem- 
ories of my first role playing 
experiences. Although for a 
computer game, the system is 
highly complex in terms ol 
authenticity, the game still relies 
on monster hacking rather than 
subtleties of what RPG gamers 
would refer to as Non Player 
Character interaction. Bearing 
this limitation in mind, any role 
player looking for a computer 



based solo campaign allowing 
him or her to use a character 
from a conventional game 
should look no further than this. 

On the other hand, anybody 
interested in role playing could 
learn many of the basics from 
playing this relatively cheap 
game [role playing is so expen- 
sive To get into r nowadays I. 
Characters really do develop 
well within the constraints of 
computerised format. Many 
other 'traditional' role playing 
elements are also to be found in 
the game and the whole thing 
isn't even lacking a sense of 
humour. Epyx definitely made 
the right move, remaking and 
releasing the product. The orig- 
inal was designed with seldom 
seen care. A pleasure to play 
from start to finish. 


Presentation 85% 

Excellent introduction and 
manual. 


Graphic* 79% 

Great compared to i he original 
but still simplistic. 


Instructions 88% 

Highly readable, even if you 
never played i he gam el 


Authenticity £5% 

I he Turns have been excellently 
designed for role playing 
simulation. 


Playability 82% 

Unless you cheat loget an 
unbeatable character, this game 
should give anyone a good run 
for their money One shghtly ofl 
pulling del ail is the sometimes 
repetitive nature of combat 


Value far money 88% 

Very reasonable for 'Hack p n‘ 


Slijy* fanatics. 


Overall 90% 

Best graphic role playing 
simulation on the Commodore 


# 

a 



BATTLE OF 


BRITAIN 


PS5, £9.95 cass, £12.95 disk, joystick and keys 


C ome forty five years after 
one of the greatest aerial 
campaigns ever fought 
took place, a British company 
has produced a simulation for 
Commodore users in the shape 
of Bottle of Britain. The game is a 
strategic wargame with optional 
arcade sequences for those who 
would desire them. One day 
scenarios or thirty day cam- 
paigns can be played. Packaged 
in PSS's standard 'bookcase' 
format the game comes with a 
slick and concise manual in 
much the same format as Battle 
for Midway. 

The game has a neat and 
colourful loading screen, depic- 


ting a group of pilots posed in 
front of a Spitfire. After loading 


you are sent directly to the main 
menu screen and the five op- 
tions. You can decide to omit the 
arcade sequences in favour of a 
pure wargame then start the 
training,, blitzkrieg or campaign 
games. 

The training game is recom- 
mended in the instruction book 
for those new to the game. 
Training is a one day scenario 
with little in the way of serious 
opposition from the Luftwaffe. 
At the end of the game, you are 
rated in terms of leadership 
ability by a percentage. Blitz- 
krieg is a similar one day scen- 
ario with the exception of the 
Luftwaffe laying it on like there's 
no tomorrow* The campaign 
game option sends you on to 
another menu. This includes 
Load/Save Day options; Start/ 
Continue campaign; a game 
speed utility and an option to 
return to the main menu. 

It should be noted that (for 
playability?) PSS reduced the 
actual number of campaign 
days from 54 to 30 and increased 
the number of casualties inflic- 
ted by attacks and bombing 
raids, A single day's play can last 
some time, so this compression 
serves to make the whole affair 
managahle. 

Starting a scenario reveals a 
map of Great Britain {wefL 
England and Wales, actually). 
On the map are cities, airfields 
and radar stations. At the top of 
the screen, there are several 
windows to indicate current 
losses for both sides; the time 
and date; description of what- 
ever is covered by the cursor 
and a unit status box (activated 
when an allied unit is directly 
under your control), 

Once the game has started, it 
is only be a matter of time before 
the first German units snter the 
skies over the Channel (and it 
doesn't take them long to reach 


your shores K You can move 
your cursor over an airfield and 
press the fire button to reveal 
what units are there and if any of 
them are ready for combat, The 
units displayed are either squad- 
rons of Spitfires or Hurricanes 
and can be selected by an arrow 
situated next to the unit descrip- 
tion, Pressing the joystick button 
scrambles that unit and return 
you to the map^ A moment later, 
an RAF roundel is displayed to 
represent the now airborne 
squadron, The cursor can now 
be used for one of two things 
Just moving it over the roundel 
displays information in t he 
status box and pressing the fire 
button allows you to give the 
unit flight orders. Interception ol 
an enemy unit and ensuing 
combat, are both automatic, 
given a degree of proximity 
working much in the same 
manner as ZOC (Zone of Con 
trol r for the uninitiated) rules. 

If you have switched off the 
arcade sequences, the result of 
combat is handled by the com- 
puter, Otherwise a Select Battle' 
message appears at the top of 
the screen which you have to 
respond to very quickly, or (he 
computer assumes you will 
allow automatic results. You 
enter the arcade sequence with 
a view from your cockpit (there 
are differences between the tw& 


types of Allied aircraft used}. In 
the distance is the formation of 


enemy aircraft and they soon 
become aware of your presence 
and start to split up. The fire 
button provides you with fire 
power and it is simply a question 
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n cunning Deaert fox, the wily Rommel, is on the rampage, sweeping 
across the desert sands, laying low the allied forces and swarming 
tli rough allied territory. II is on your shoulders Lone Wolf, to halt the 
£resftoi thin awesome foe anti rescue the Plorth Africa campaign from 
- grasp, Step forward with the courage of a fearless leader in face to 


lace conflict with his ground and air attacks. Re as wise and as cautious as 
the most battle hardened general in planni ng your strategy and calculating 
your tactics to rescue your supply depots- In short Lone Wolf, if you fail in 
your destiny as the complete warrior, the finaE conflict -- a head tn head 
Link duel with Ihc mighty Desert fox him sell - will be your lasL 


REALISTIC VOICE SIMULATION 

Listen in on enemy radio messages, plan your tactics to combat their manoeuvres . 
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STRATEGY 


of anticipating tha enemy pilots' 
movements and blasting them 
out of the sky (well, that's the 
theory), fn fact, if you fly on a 
particular heading for more than 
a few seconds, you will undoub- 
tedly discover an enemy aircraft 
in youf mirror and rapid evasive 
action h necessary to avoid 
being shot down. Assuming you 
have set the arcade sequences 
to 'on' but you wish to bypass 
some of them, hitting the space 
bar suffices. 

Previously, I have reviewed 
PSS's Buttle for Midway for a 
different machine and criticised! 
it for making the player joystick 
dependent and thereby reduc- 
ing the mental skid level requ- 
ired to complete the game. No 
such criticism would be valid 
here, however. PSS have hand- 
led the idea of 'swrtchable' arc- 
ade sequences very well indeed. 
In fact, because I knew that a 
'true' wargeme could easily be 
selected, there were occasions 
when I left the action sequences 
in, just for the fun of it Inciden- 
tal ly, the graphics In these seq- 
uences are very good Indeed 
and I wonder whether PSS 
aren't using the talent their 
programmers obviously pos- 
sess* as wisely as they could. But 
such things are not for discus- 
sion here. 

The German bombers try and 
go for the airfields, cities and 
radar stations, with differing 
effects. If airfields are attacked, 
the first you're likely to know of 
this is when some of your planes 
try landing on a cratered run- 
way, taking a few casualties. If, 
as a result of repeated attacks, 
an airfield becomes wholly un- 
operational, you will have no 
choice but to divert forces else- 
where. If radar stations are 
knocked out, you will discover 



attacks later, when the enemy is 
nearer to your shores. Pressing 
'R J gives you a radar map in 
bright colours. However, if any 
stations are destroyed, gaps 
become notfcable in the map. 
These are your blind areas. 

Whilst being the least effec- 
tive against your operations, 
strikes against cities severely 
damages morale, and as a con- 
sequence, your leadership abil- 
ity at the end of the game So 
have no illusions about poor 
bomber protection being a 
cheap' way of winning the 
game When the Lyftwafife are 
attacking any ground based 


target, the battle selection 
places you in control of an anti- 
aircraft weapon and leaves the 
rest to you. 

The campaign game is the 
most advanceo part of Battle of 
Britain, This can be made more 
or less difficult by use of the 
Speed function in the campaign 
menu^ The main difference 
between this scenario and (he 
others, however, is the resup pfy 
phase. At the end of each day, 
new aircraft and pilots can be 
used to re-eguip depleted squa- 
drons. Realistically, pilots go 
from excellent to worse as the 
campaign progresses. This adds 



considerable depth to the game, 
and by the time you get to the 
campaign stage, you will wel- 
come the addition to the rules. 

PSS have every right to be 
proud of this game; it approa- 
ches excellence. I feel that it 
does leek some details that 
could have improved it. The use 
of counter intelligence and the 
construction of mock airfields 
would have added atmosphere 
and authenticity. As far as rt 
goes, Battle of Britain is very 
good indeed end I would recom- 
mend it to eny wargamer. While 
PSS make arcade sequences 
optional, they should find their 
games gaining support from 
those incapable of doing any- 
thing {\} constructive with a joy- 
stick (like myself). What are you 
waiting for? Go and get it 


Pretentatlon 49% 

Plenty of opEions 

Graphics 70 % 

Very good on both strategic and 
at cade screens 

Instructions 70 % 

Devoid ol ambiguities well 
written 


ZmEjI jTTTIT El J.TI Sir. 


Some points changed for 
payability but essentially 
accurate. 

Payability 78 % 

Instantly playable as a result of 
excellent game design 

Value for money 80 % 

Takes some time to conquer 
anything above The training 
gams?. 

Overall 84% 

Avery good product indeed. 
Perhaps the training game w js a 
little too easy, but otherwise 
superb 
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* Arcade adventure Irom Ancient Greece 

* Urge colour »P rlte * d qame play / 

* Hiotdy detailed graphics an 9 

* One or two player game option 
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's w<n and a direct line to God all 
‘on*. Grays, in case you don’t 
kriow, are these immensely powerful super- 
computers invented by a bloke called 
Seymour Cray, They are so staggeringly 
fast That they ma ke the largest and best IBM 
| mainframe look like a ZXB1, Their proc- 
essors get so hot that they have to be cooled 
i in fi quid helium. The chance of being able to 

wander round inside one was unbelievable! 

! was keying Nick’s phone number into 
the phone when the doorbell rang. Cursing 
the interruption, I ran to the door. It was 
r Nick, His eyes were bloodshot, red and 
i staring. The unshaven chin and identical 
jeans and T-shirt from the night before told 
me he h a do ' t been to bed. Th e con versation 
that followed was crisp if croaked out rather 
shakily, 

"A Cray," I said. 

"Yeah," he replied. 

"Access Code." 

> "Yeah." 

"Slept?" 


A short story by Kelvin Gosnell 


/didn't mean it to happen, honest 1 didn't I 
mean why should I, David Burden, age 26, 
previously of Sound mind and no criminal 
record, want to relinquish my comfortable 
job as an electrician and turn to a life of 
itiulti-millron-dollar fraud, megastardom 
and nervous breakdown? Okay, it was nice 
being able to trade in the Mini for a Roller, 
but the money just isn’t a factor. We didn't 
do it to get rich. It just started as a gag and 
(hen it got out of control, 

i should start at the beginning. Aside from 
being an electrician, I am also what the 
press like to call a computer hacker. I’ve 
always hated that phrase, it sounds so 
destructive, as though we alt want to get 
into the Pentagon's world-war-three mach- 
ine and write obscenities over the Pres- 
ident's personal menu. It's not like that at 
all. net for me, at least. 1 just enjoy poking 
around inside computers finding out what 
makes them work. If the computer happens 
ifl belong to someone else and that some- 
one doesn't want me to poke around, then 
it's all part of the fun getting through the 
protection and access barriers they put in 
rny way. And that, my friends, is where this 
insanity started. 

It was three o'clock in the morning, sad 
looking used coffee cups and ravaged 
McDonald's cartons littered my computer 
room. Nick Allen, my friend and fellow 
computer freak, had just levered his way 
into a large mainframe somewhere in Israel. 
! T fiat's why it was three in the morning — 
one hour International phone calls are 
cheaper then). We'd got a phone number 
and an access code from a friend of a friend 
who knew this bloke, etc, etc. Anyway, it 
worked and we got in. Most of the stuff was 
indecipherably Israeli, we could call up 
menus, type in some unpronounceable 

fLaai vfl&r’S film IliE,- Thu Last Sterftnhter used huy*? 
imowm of fbqiage »l I croeied witNtn a Ei ay compiler 
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scurried out to his car and returned with a 
videotape. Plugged m and played, it reveal- 
ed the changing view of a simple landscape. 
It looked like a film taken from a car travel- 
ling over the ground, but it wasn't. Nick had 
simply digitised a couple of photographs 
into the Cray to move the viewpoint around. 
You could not tell the end result from a 
piece of film. He chuckled as he ran it 
through for the third time, *1 bet we could 
produce a pop video, send it to the Beeband 
get rt shown/' 

This was going too far. "Never!'* I replied, 
JJ A landscape is one thing, but getting a 
human face and figure to appear convincing 
just ain't on." There was a faraway look in 
his eyes whan he heard this and I knew I'd 
issued a challenge he couldn't refuse. And 
thus was 'bom' Justin Roche, wild and 
raucous rock artist, star of screen, video 
tape and computer memory, 

We started with anatomical drawings, 
from the skeleton on through the muscul- 
ature until we sketched in fine details of skin 
and fecial structure. We 'taught' the com- 
puter to produce a faultless representation 
Of our new rock sensalion Contrary to what 
Nick had first thought, It did not take "no 
time at all". ft took weeks and weeks of hard 
work. We had to access the Cray over and 
over again and my telephone bill started to 
get lots of noughts on the end. I must say, 
though, that the end result was well worth 
S|. Justin, six feet two Inches of handsome 
blond-haired, blue-eyed gorgeousness 
mumbled his way through five minutes of 
tuneless drivel against the background of 
some stunning pictures. The music was the 
easiest pari. We just taped the top forty 
singles, fed all of it into the Cray and asked 
the machine to analyse music patterns and 
write a tune for us. We sent the tape off to 
the Beeb and 


did, to a large mansion in Surrey complete 
with electrified fence, guard dogs and a 
moat. Nick wanted to put alligator^ in the 
moat until ! pointed out that they might eat 
the guard dogs. 

Things settled down for a while after that. 
The fans could be kept at bay, the journalists 
gave up and started inventing stuff about 
Justin anyway. They found people who had 
been at school with him, they printed "secret 
exclusive' interviews with hfe Mum, they 
even f saw' him causing affrays at top 
people's nightclubs in London. All of which 
suited Nick and me beautifully. We'd put out 
stories to the press about how Mystery Man 
Justin was a victim of amnesia and couldn't 
remember anything from his early years. 
This terrible experience had so scarred his 
delicate and sensitive creative mind that he 
could no longer bear the company of hia 
fellow members of the human race and 
sought the solace and solitude of the 
recluse, living alone, surviving only for his 
music. 

It was aN looking great. We had of course 
given up our normal jobs. The money con- 
tinued to flood in and we were doing very 
nicely, thank you* 

Then Justin woke up. 

At least, that's what we think happened. It 
could have been someone else getting into 
the program and deciding to manipulate 
him for themselves, but our new security 
codes were designed to show that up and 
they didn't. Personally, I think that there 
may have been some crossover between 
our Justin stuff On the Cray and some 
experimental artificial intelligence material 
which It was also handling. Whatever it was, 
ft happened as Nick and I were assembling 
footage for our new video. We had his famil- 
iar face up on a monitor for a close-up. It 


turned to us and said, "Hello, hoys. 3 don't 
think I want to do this anymore. I have anal- 
ysed my career progression a$ planned by 
you and it does not interface with my own- 
er — thoughts on the subject. Keep the 
money, but keep silent too. Do not do any- 
thing which might be harmful to me. 
Goodbye." Then the screen went blank. Any 
attempt to re^access our files on the Cray 
just brought up 'access denied 1 and a crash 
of anything we were running at the time. 
That was yesterday afternoon. 

Nick and f tal ked it over all fast night. We 
can't workout what's happened or why. we 
do know it could be immensely dangerous 
and immensely knowledgeable; we J d given 
the Cray an open line to as many TV stations 
as we could put in, so it could gather data 
about what songs were popular, what the 
fashions were and all that. We also gave it 
random access to any computer system it 
wants. So, whatever It is, it knows what's 
going on. this morning we came to a dec- 
ision, F know it's a cop-out but there's little? 
more we can do. On the other side of the 
Atlantic there ie a very large computer 
which might have woken up, we have r»p 
idea of what it will do next. It could be dan- 
gerous. We're responsible and we're very 
sorry about it. Since we feel we are in 
danger we have decided to get out of here 
and go live somewhere like a south sea 
island with no computers and and* prefer- 
ably, no electricity either. 

Now, just in case you think all this Is a lot 
of insane ramblings from a couple of 
madmen, please contact Cray Computers in 
the USA and ask them to examine all the 
stuff we have illegally written on one of their 
machines. The access code is i 


well you know the rest. 

Justin was an overnight success and, 
again overnight, we had a set of headaches 
which would keep the paracetamol sup- 
pliers in business for centuries. People had 
seen the video and now they wanted the 
record. That bit was the least of our prob- 
lems — transcribe the music track on to 
audio tape and get the singles pressed out 
in their hundreds of thousands. Then there 
were the albums, that kept the Cray busy^ I 
can tell you. The phone just never stopped 
ringing: People wanted to make Justin T- 
shiris, wanted to print Justin pin-ups, 
wanted to run Justin fan-ctubs. The 
answers to all these requests was, of 
course, FJ Yes and please send the cheques 
to Dave and Nfck, his agents," Money rolled 
in and, by God, we needed it. Aside from 
paying ail the bills, we needed rt to hide the 
fact that Justin didn't exist. 

More than anything else, people wanted 
Justin, in the flesh. Wogan, Hunniford, all 
the TV and radio chat shows wanted him. 
We managed to fix a couple of phone-ins for 
the radio people, with Nick or I answering 
questions from the privacy of Norbiton and 
with the use of a voice adaptor to make us 
sound like Justin, We even did one TV slot 
using a similar widget to make me look like 
Justin. But things were getting out of hand. 
The electrical power consumption of my 

was 
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tittle place in suburban Norbiton 
astronomical. Apart from the cost, the high 
loadings kept blowing all the fuses in the 
road. The place was often besieged by 
journalists and fans alike. The journalists 
wanted juicy bits of information about 
Justin. And, judging from the raging state of 
some of them, I think the fans were just after 
jui cy bits of J ustin. We had to get out and we 
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Cri rt*-tioria! 



This Great Game now 
available for . . . 

COMMODORE 64 
AMSTRAD and 
SPECTRUM 



m i 





Bubble Bus Software, 87 High Street. Tonbridge. KentTN9 1RX. England 


Telephone: 0732 355962 Telex:95l51 




(Or “You can’t con me, oh scalpel wielding fiend” dept) 


On the right is a grid, which corresponds to the layout of the nine 
tittle bits of picture printed above. All youVe got to do is decide 
which bit of photo belongs to Steve end mark it with a giant "$' r and 
then mark the bits that belong to Andy with an equally large rj A r \ 
Complete the name and address bit of the coupon, and whizz it off to 
ZZAP1 SNAPS, PO BOX 10, LUDLOW, SHROPSHIRE, SYS 1DB to 
arrive by 30th January 1986, 

First thirty correct entries out of the giant Gribbly Bo* that day win 
a prize) 

. n an .1 fe-i -in r fa r ■ r-rl + iTlr ► 4 x 4 fa X « fa « -i fa 4 fa - 4- fa M t H 1 ■ i iFfaH¥ir4-P4 


ADOflESS r. + . ri. fa i fa I .-rfa fa ■ 4- fa 4 1-4 • + C II fa I 4 E I + ■ 1-4 1-4 fa 1 4 fa P 4 I 1 * F 4 I * ■ >■ - 

i km mm r i ■ n B i i i i i a i i 4 i «• i fe ■ fei ti + B-i R + 9 Ri R 9 + £ 9 R 4 I 0- H 9 R9 + R9 + B4 R 1 R ■ “R fc ■ 4 

+ a.»+iriB*i + li-r POST 0 0 D E i + i 4 ■ . . I H , , ,1,4.4 I 4 I , , 1 I , 

TEA BAG SIZE (So we know which size Gribbly Mug to send you 1} . 

138 ZZAP! 64 Christmas Special 1985 


r w 


Courtesy of Andrew Hewson's Camerawork, we have a picture of 
two evil programming types to put in a mini Rogues" Gallery on this 
page. The Art Department, in a fairly typically vicious mood, took a 
scalpel to the mugsbots, snipped them into little tiny pieces and then 
selected nine segments to stick down across the way. Over there, on 
that page to my right. Gottem? Good- Now get back to reading this 


If you reckon you're super brill {or even Zar/^z, // you prefer — 
COMP MINION) when it comas to identifying people from a tiny 
fragment of ear or a bijou piecette of chin, then you're bound to score 


in this competition. Even if you're not the Hercule Poirot of phptofit, 
you can always steal the family magnifying glass and spend an 
afternoon poring over the ugly mugshots on this page , . , Could 
prove lucrative. 


Thirty lucky winner types will receive a Hewson Commodore 
Christmas Pack, containing four fabaroonie games and a Gribbly 
Mug. Containing over £30 worth of software — including a Gold 
M eda I ga m e ano a S i zzle r ) a s we 1 1 as a desig n er m ug r the good ie ba g 
is well worth collecting. You could be the envy of your friends. All 
youVe got to do is decide how the nine tittle bits of programmer 

f hoto reproduced over there match up to the big photos of Steve 
urner and Andy Braybrook over here. 

The scalpel wielding fiend up in Art who dreamt this little number 
up has been very careful, you will notice, to avoid Including tell-tale 
bits like moustaches and glasses in the nine segments. So get your 
thinking caps on, and pencils out. 


THE COMPETITION WHICH REACHES 
PARTS OF PROGRAMMERS THAT 

ATUCD MAnA7IIICP IIJIIIEII’T nnniTi 








ZZAP! 64 Ctinstmas Special 1985 139 


THIRTY KEWSON CHRISTMAS GOODIE BAGS TO BE 
WON 

Each containing a copy of PARADROID (Gold Medal 
Game), GRIBBLY'S DAY OUT (Sizzler), HEATHROW 
AIR TRAFFIC CONTROL and 3D LUNATTACK. And of 
course a GRIBBLY MUG to drink your tea from while 
you play! 


PLAY PROGRAMMER PHOTOFIT AND WIN, WIN, WIN 


PLAY PROGRAMMER PHOTOFIT 

AND WIN. 




■- 
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In the 
Hewson 

Consultants' 

Chrimble 

Competition 












Another year is over, and in the time press honoured tradition, ZZAP! 
offers you, the reader, the opportunity to vote for those games you feel 

deserve an accolade. 


This is your chance to tell the software business what you think of their 
programs! Your voice will reach collectively out of these pages in the 
uniquely democratic manner that ZZAP! has pioneered (well almost), 
and inform the world of the best Commodore 64 games for 1985. 


What we have done is to think up 14 categories, and on thefacing page 
the re is a large form to remove from the magazine (or photocopy if you 
prefer). This should be filled in and sent back to us as fast as you can. Of 
course there's more to ft than that! ZZAP! is known to be not only 
democratic but generous to a fault — so the first 15 forms drawn from 
the bag on the closing date will earn their senders a voucher for £15 

worth of software as well as a ZZAP! T-shirt! 


The results of the voting will be published in the March issue of ZZAP! 
and the highly valuable certificates of accolade will be awarded soon 

after to the winning companies. 

Get to ft! 

140 ZZAP! 64 Christmas Special 1985 


VOTE FOR THE BEST! 

■ 






AMES OF THE YEAR! 



Please cut out this page 
from the magazine and 
send it back to us as soon 
as possible. Don't forget 
to write your name, 
address and T-shirt size 
(small, medium or large) 
on the form in capital 
letters! 

In each category enter 
the name of the program 
and the software house 
concerned for which you 
wish to vote. Please note: 
products must have a 
1 385 copyright to be 
eligible. The collated 
results will be presented 
as a winner with two 
runners-up. 


Fife ^ SeffWdra Hogsa 




best swarm* 

Trttfr A Software House 


BEST ARCADE ADVENTURE 

ThFt A Spftwaffl HqtjfHp 


rrtfe & Software Ho-ugn 


BEST GfUFMCU MWElfltRE 

Title A Software House 


There's no need to fill in 
every category if you 

cannot think of anything 

suitable, but obviously the 

more you fill in the better 

the end result will be. 


BEST RIGHT SMRIATION 

Title A Software House 


Forms should be returned 
to ZZAPI 64 READERS 
AWARDS, PO BOX 10, 
LUDLOW, SHROPSHIRE 
SYS IDBto arrive no later 
than Monday January 20th 
when the draw will be 
made. 


Ti'le A Software Hqus o 


BEST WARGAME 

Title A Software Houw 


A Saftwa rt H ou» 


Title A Software House 


Tltift & Ssjrftwpre House 


TACKIEST GAME OF THE TEAR 

si ■;] A Software House 


For the most outstanding programming 
achievement of 1985 

STATE OF THE ART AWARD 

Trlle & Software Ho 08* 
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fill THAT MPT aw!!.... / 



CARTOGRAPHY CORNER 
A SINCLAIR IWY TELLY 
UP FOR GRARS 


>1 



GOH&, 

ON... 


A little competition for alt you 
cartography freaks out there in 
the great wide world of 
Commodore games playing. 
The people down at Bubble Bus 
HQ are sopleased with the way 
in which Wizard's Lair, written 
by Steve Crow. has been 
received on the Commodore 
that they think it's about time 
someone got it together to 
produce a map. 

As a I ittle i nd ucem ent r or bijou 
bribetteto get you mercenary 
type cartographers motivated, 
the Bubble Bus crew are offering 
one of Sir Clive Sinclair's tiny 
portable tellies as top prize, and 
the person who produces the 
best map will be able to " ..watch 
a little tally anywhere'" as the 
saying goes. 

Five runners up will betreated 
to a Bubble Bus T Shirt— so 
don't forget to add you T Shirt 
size to your entry. Get your 
mapping pens out r play the 
game some more, and produce 
a map to arrive at ZZAP! Towers 
by 30th January. Don't forgetto 
add your name and address to 
your entry, and if you went it 
returning you'll have to make 
sure that you enclose enough 
stamps to cover the postage 
costs. Your favourite 
Competition Minion doesn't 
want to have to spend his 
Chrlmble pocket money sending 
maps back so be warned. 



Entries please, to WIZARD'S 
LAIR MAP, ZZAP1 TOWERS, PO 
BOX 10 r LUDLOW, 
SHROPSHIRE. 5Y81DB, 


14! ZZAP'fA CHi'M-iunptrai SftS 







Imagine Software is available from 


Spectrum Shops and all 

Imagine Software f 1 9841 Limited *6 Central Street* Manchester M2 5NS*Tei:Q6T 834 3939 •Telex: 66997; 
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Dan Dare and other features ,n 
Eagle/ and Frank Hampton 
(creator of Dan Dare/. Indeed, Ofi 

fnu! S ?' /et ‘f !ofhls « vn drawings 

into his favourite comics inH 
Tmm°n Ce ? wsrd * d w ‘ th a rep f y 

th^£?niT f K nce ~ ft wa ™' ! 

j - ,? s f time they were to havp 

dealings. Oliver decided that he 
wanted to become an artist, and 

a?/tZdif U8dsd his parents to 
allow him to take a correspon- 

whitn! COurse ,n lustration 

ha d tr W8S , 3t SCho °t T *ey 

caltJ 0 Th an r Am * rican course 
catted The Famous Artists a 

f^ f ^eebookswnhenbl 
fhded lnl tNrtY si * fessons 

ended with an assignment 

sent nff f V° be Com pleted and 
sent off to be marked. 

(evIif > Vj m h ? U ftn,shed Ms A 
’Pvets, he had completed the 

° U !t? e f nd wa A keen tD become 

— hah ™lf r L 0r a fitm Producer 
„ ," e h <M been making films 

hrnrfw 3/7 i W camera ' with h,s 

tZld* Franc ° and S ^er 

•sss^wjiS; s s 

die/oZI” *“***■"* * 

The London Film School aft- 
'Kted h„ attent/M. dZdurlnn 

them Z En ? landh * ^broached 
tfJem, explaining that he 

3 career in films 

home Jh been makm P Mem at 
name They were interested but 

wondered whether his prefer - 

eflre> for action mo vies was quite 

what was needed — Ofi had 

been making films about the 

Swiss version of James Bond 


* »■« -Wrn *o.„ 


or. 1977 


n J med Js mes Teff, approonat. 

s%f s yy h J we mi Q hl Prints few 
snt/s of Franco Frev Secret 
Agent one day / / n 

th*t L h nd0n Ft i m Sch °M advised 

acoJrZ^JZf y0tjn 9 to $tan 
& he returned to 

s ZiZ d ,0 beain '■« *™v 

lhe?,™,T un9 lm ° acl ‘°" At 
nZtiZZfi period of 

S,T f f 7 Switzerland 
n f s d months of basic trainino 

white bnonr d t0 f* rry fQr 3 

oorai iff ' Snd 90 for £or- 
spat in^L Sm his first 

a v-t?, L En P hsh Literature with 
£. vxgus vtsw to enterina fh& 
dtp to ms f / c s&jvic& 

carnZ fQfTUna y y ' university 

cesZ"’ nf B$n 1 a roaring suc- 

goL % f ra Z^ mbers "Started 
gotng to the cinema zerioush 

while i was at university instead 

of going jo lectures andit wasn’t 

to'Stefo,* / real,** Zf^Si 

Wms AtiJ, im ? res,e ' 1 id ™*ing 
rums. After a term I t e ft univer 

fiZZ'l>hZZr acheCt the Londo ” 

ted ' aZr 0 Z Sm 2' ! Was accep- 
ted, and started a two v/Zr 

Ip lte» d/yTd 

6f FifJn d T h Z L °nhon School 
cZZJl Technique, and the 

Mm making^ rf * Sp6 #* of 

London mV*' ^bite he was in 
London, Mr Frey had to support 


^5«tt3FS 

Stones m comic-strip form 7Z 

wmam 


ZTTZZon, & 3 «*» 

working in\ f t ?** m °nth> 
evening, sn g dur,n S th 
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with the Wir p?f associ3 dt» 
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3 rmy *gg? g f^ory 
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Souvenir Press 1984 & ,st * n <*' Published by 
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S^&WHSMITH 

STORES 


AND AT OTHER GOOD STORES, 
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Mowerf (/« which °J‘ V % 
was given the chance to go to 
Mm> School, tod could hov* 
embarked on ar army career. By 

now he had made up his mind. 
Neither the Diplomatic Service 
nor the Armed Forces tempt £f 
him — he was thoroughly 
hooked on films. So when he 
finished his army service, he 
returned to England to continue 
K his freelance illustration 

while he wrote a him scn f*}j nir 
Returning to England, un 

looked up a 

School days - one Roger Kean 

and together they came up 

with the notion of st?mn£M up an 
industrial film company in Swit- 
zerland The film script comedo 
nothing, and Messrs Kean and 
Frey went to Switzerland with 
16mm camera end prafess/oiMN 
sound equipment to make their 
fortune producing fit ms tor 
companies. “Unfortunately Ive 
never been very joodat sell 
im. Oh explained, and htoger, 
wfiile being 

Wfjs hampered by the fact that 

he couldn't speak German. The 

film company 9™ du3 *%f£l?^L 
out, and Roger and Ohvet re 


turn ed to England , j 

England, he found an agent who 

specialised in 

wide variety of fre ? ian ™Jn,Z 
tration work began income 0 
wav. Kean disappears from 
j*J storv for a few years, scat, 
perfng off into the distance and 

becoming a film 

BBC, finally going freelance 

before being roped ' «rW ' 
CRASH Editorship some years 

l3t fpC comics soon 

regular source of work for Ol- 

uS final fv caught up wtth ^ ts 

nf vrar$ he took over from Oo n 
Lawrence and drew The Tngan 
F moire for Look and Leam 
(befom the novelty woreso thin 
that he had to stop or crack uph 
aJStas general teltun Ms- 


admired as a lad f 

Throughout the late seventies 
and early eighties Oliver estab- 
lished himself as a freeian ce 
comic artist — but other fields 
also opened up. Apart from reg^ 
ufar work for IRC and the Wa 
Picture Library, Oh produced 
book covers for Souvenir Press, 
Video covers, and illustrations 
for children 's books, in eluding 
Oxford University Press. Mure 
than a few history books land 
the odd horror i*W ejjgg; 
tion) have been graced with Oh s 

* Oliver's work was reaching a 
targe audience - but one piece 

of work in particular reached^ 

massive circulation . . - un nao 
been seeking to diversify and 

move gently 

work. Having heard that there 
might be a vacancy fore story- 
board artist at 
Studios, working on Superman, 
The Movie, he drove to the 
studios and met the Art Director. 
At the time, they were rfyW*- 


in the flying sequences, and 
whits th& A f 


m 


was 


wnuu i*** or 

impressed with (he Frey port* 
folio, he couldn't afford the time 


to teach him about the technic- 
alities of camera lenses and the 
like needed for this Pf rt f c “!* r 
very specialist vacancy. It was 

n °ihen , a week later, ^ Super- 
man Art Director ceded Oil They 
needed a 1930's Style Superman 
comic for the title sequences 
Thus Ot i found himself > n 3 J' 
anteroom to r he Director, 
office, waiting for a coapte ° { 
hours white & landsffds scfiin 
was argued about. 

$ ed endlessly. Suddenly, the 
Director realised that . someone 
had been waiting for hours to 
see him, ushered Oh in, exp 
ained what they wanted ana 
asked for some pencil roughs of 
a 1930's street scene ■ 
"perhaps with a policeman 
swinging his nightstick - . - 

couple of days later 
returned with a pencil rough of 
the strip and a comic cover inked 
i 7: ‘Id the 30% Superman > was 
drawn m a very rough style, ne 
explained, "and ! was worried 
tdt ! might let 

copying the rough appearance 
of ihe originals, so I inked m the 
cover and held my breath white l 
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Five Fantastic Gaines 

Keep your eyes peeled for NOW GAMES 2. Five major 
your attention on this packed-solid-with-fun cassette. 


1- AlRWOLF - Elite Systems Ltd 
Stnngfellow Hawke must use bis tiafiapter to free five 
imprisoned scientists in this exiting made game which 
takes place m a subterranean terrorist base 1 




# 





2. TIR Nfl NOG - Gargoyle Games 
This remarkable interactive graphic adventure allows yen 
to play the mythological Celtic. Cuchuhmn searching for 
the fragments of the SeahfCaium 


3. cauldron 'FiiiceSottwn 

Take up the witches challenge and unravel the mysteries 
at this beautiful land m this striking arcade adventure 


Now that's what I call value 


unuumr co u z Mrtwan 

Help Hen House Many m the smooth running of the A, 
Chocaiet e fgg factory/ He must find equipment andfi, 
Oat where to use it in this amusing arcade game 


5. WORLD CUP - Attic Computing 
This great hotbed simulation lets you re- enact Hie 
tough fight to the Wfcrttf Cup Final. Play a friend 

Available from all good software retailers Of the computer fa pretty tough opponentl! 

Also available directly from: Virgin G antes Mail Order, 2-4\feritDn^ril.PafiolwlloRoad. London W11 2DX 


Phjrn Ihfi [tunttnRtorw 64 



NEW SUPER SILVER FOR COMMODORE 

305 CHIMERA 316 CHICKIN CHASE 

309 WILLOW PATTERN 313 MICROCOSM 

312 TH UN DE R BIR PS 


MAIL Ofi0€fl 

R&ase stale nprne oFgfime.sotfe mifflfcGr and qLMPrtrty nequtfad.iriclOM otliaeC 
chequ^/PO madfl pfiyabte to FIREBIRD SOFTWARE. All ottftf a afi subject to avs; 
Orttecs are despatched All pfica* intiualw -of VAT andpodagr 


MAIL ORDER: 'FREEPORT FIREBIRD, 
WELLINGTON. HOUSE, 
UPPER ST, MNntn LANE, 
LONDON WC2M 9BFE. 


Wf b : WD *•«. vTWk rtll i Ihi i tl jhi HQUSf uff’L P 
wi.ifi -,-1 ■ ti. ! jr-i fn, | || fcnj ■ irp r-M’ti'fMi- Mfcr «,r 





handed the workover , " 

niV— ? ee< * n t fay* worried, The 
Wi>s we/! ‘^pressed 

accemed°on fh f the COver was 
used^ Jm 6 Spot - and was 

afjtSS^aK 

wsz/etf Sbw«/ 

thetlwn 3 h tp faf) m hve wkh 
' /r So happened 

weretootiw °! the Frey ferity 
Hnwl°n ng to move from the 

exodus °tT? S % 3nd in 1932 an 
(pro uus to Ludlow took n/aom 

d<rnco, who'tf gained a degree 

[°r.^ nh 3 German company 
which wanted to import Spec- 
trum software from Enqiand 

F wls C h, b T 9ht , 3 Spectrum and 

mselrch/n P J* ytsstin 9 games, 
rt?^ C ns the market for his 

m^aJL the !dea of starting a 
magazine — or at the very least 

oX/aiLn 983 ,he /‘™ ™" 

MiCRn d ^A^iT ent ior CRASH 

X£? £ p £s AC r Ti0N *w® 

^ Persona/ Computer 
Jtmes, and Oliver was embrod 

tt 'ca/dn^ 9 lustrations for 
ne catalog ue , r as wefi as 

%ped% 'Th Mr Kean 
whniL Ik- nd s °mdhow r the 
Whole thing grew into CRASH 

ag&zme, and Newsfieid Pubti- 



te5;!S E ™-«™fto«*on rf L„ ro ,„ C 



2™** »*W ,f, er ha H 

Z'TrtZ'd >0 XeZTfiXtt S? B/ T °z 

n J s /i jf ! had attempted that part not Z'fJ. brushtechnofagy. ’ T m 

hn ii e Pointing using ordinary tnrhr^^i 9 °S d ar coping with 
brushes tt could havetekTJPfJ? ***"><?* things, and 


£ ft PSSS^ SB? JJW 3 

SSwaHSB M^saSSaf 

OE&fcft? «S«3£ s: :&* 


/W«27- yo “ %-tXh' r 1*" 

*S? Z\iT a TZ an r Z°B 

wS’cmxfri ° fh "‘ com:c *»* 1^'h,i'°Tr^9sing American 

zjeZ'x sssl r "'" D " a '' ^iSSJsysar «»** 

?$2mZ2g£S2L S? ^SSSSSOSSSS. 


acrviirs >hZ ,nnn iQue Sl using 
tn-ryttcs. its easy to Qvprnainf 

with acrylics, and you ha veto hn 
more careful in % he 

/OU ' re u ^g inks 

9S3£&g% 


g;^'* fl6 ° « * 1,1 --■ 


rs * u PPVsed to keep them 
the C Huht ar p l° cked a way from 

iffn L And whonp %?&r /w. 

itrtfSSgS 

^S*«% ». «» 


mnotoort eld’ *®* W»'in,a ,/,» „ WroI> , 

Q9C9US9 simple, and Is a 

Most of oil’s colour work for the coZ?^ ?% hod a J *PPW4 
magazines ts executed uslno an 3 adding effects. It's a 

wtmi? to pom i„ lirpT s % as 'Xm/SfiL on% 

° 4K°!? ur ' an ^ bsckqfQunds m wh2S* an< ^ Le^rn. 

■* s,a " s Mn3 aMed «*> I'lutril Z 


convinced that ^ 1 Ve never been temXlLS* ' 

time would he mm,,* J°°, mu ch involved with rn 


f on Vinced that 7ar/*™™ d " /Ve 

timp wry* tisf hsr, foo mucf} \Atiti-i pt£d to Qot 


,l H£ CfUV> PUT Jrtfcfc 

EmiRf IM-R> ’Jt. Ffq W I KK^ A 



-aam, thf’cts^LTwZ °of Z^rki ^ 4 * downm^onPof * 

ifofpjs With an airbrush /matt ^ P ^ n S computer ^nd fsddfa 

,od ° ~ d ‘X«it% h /r To 
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ifertil stages stinmiiuj the. development af Ihia issuu ! 
ZZAPi cOvOf its Qhvt'r wrurfcj ituji to cofliple ,lo, l' 


‘'When it comes to animation, 
there's so much work involved 
that I’m sure f couldn’t put up 
with it I've looked at the 
process , and gave up the idea of 
making cartoon films before 
starting. So much of the work is 
mechanical tracing hundreds 
and hundreds of cells and inking 
them ali in — I simply wouldn't 
be able to apply myself to such a 


task. Though if I had a team of 
animators at my disposal to do 
ail the finicky work " 
ft's not difficult to spot the 
influence Ofi's background in 
comic strip illustration has had 
on the overall look of the mag- 
azines — bold images zooming 
out of the pages are fairly typical 
of the design, which is the way 
comic illustrations work, picking 


on particular elements and 
emphasising them, "i became 
an illustrator in the first piece 
because I liked comics. I've 
always liked comics, " he expl- 
ains , " and this carries over into 
o t her areas of work. " Comics are 
fairly firmly ingrained on his 
consciousness nowadays! 

" When you're working on a 
comic strip you tend to be illus- 
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(rating stories provided for you 
by 3 writer — you work 0$ 3 
te&fn, A good cornu; strip author 
h&$ to redlisid what is and isn't 
possible visually, &nd it can gel 
very tricky, working 3 s an illust- 
rator when someone who 
hasn't such 3 strong sense of 
what is possible demands a very 
specific drawing. 

"Sy the time CRASH starter 
each if lustration — which means 
he has to come up with ideas as 
well as paintings. He's stiff pro- 
ducing pieces of work to suit 3 
particular purpose, but he has 
more control over the whole 
process than he would have as a 
ff^slonce- 

Nearly all his paintings have a 
theme set in the past or the 
future — including the pure 
fantasy illustrations. Where 
does the inspiration come from ? 
"I've never ready liked the Here 
And Now — the Now doesn't 
realty inspire me. i've always 
liked historical things. Ail my 
pointings are bigger than life, 
mainly because fire isn't as ex- 
citing as it appears in pictures. I 
escape into a picture when I'm 
painting. When I'm really com 
cent rating i sort of imagine I’m 
rosily there , looking onto the 
action in the painting — other- 
wise it's difficult to see the thing 
in my mind's eye , It can take a 
couple of hours for me to get 
away from a picture — when i 
finish i sometimes spend a hour 
just sitting in front of the paint- 
ing, staring at it. i'm in an alter- 
nate reality, ! suppose. To work, 
the picture has to be convincing 
to me, which means l have to get 
ready involved in what's happ- 
ening. " Which accounts tor 
some of the rather strange facial 
expressions that sometimes rest 
on Ofi's face when he’s drawing 
a monster, or an action seq- 
uence ... he has been known to 
suffer from facial cramp as a 
resuit of some pictures f 
"I've always been a dreamer, 
a romantic if you tike. Ever since 
the games I played as a child, 
when I was The Famous War 
Hero, or The Brave Sheriff Deal- 
ing With The Baddie, i've been 
able to get totally immersed in a 
fantasy world . I m very interes- 
ted in history, and read a lot of 
history books for relaxation, 
imagining I'm there. History is 
about real people, and I enjoy 
illustrating scenes from history, 
even though it involves quite a 
lot of reference work for accur- 
acy- in some ways it's more 
pleasing to draw futuristic 
scenes and fantasy - — the refer- 
encing isn't a problem, in that f 
make it aii up, and it's just a 
matter of producing a painting 
that has its own accuracy and 
detail it’s more pleasing to 
make fantasy real than repre- 
sent reality accurately , 

‘What I'd ready (ike to do is 
direct a film, I suppose /' Oli 
mused. " Film is the ultimate 
fantasy-fulfilling medium. The 
closest you can get to him in a 
printed way is a comic strip, and 
there are a lot of common ele- 
ments. I'd stiff like to be the 
director, sitting above a massive 
battle sequence with thousands 
of extras ad re-enacting a scene 
from history, f would really be 
there, in control of the ultimate 
fantasy..,,*' 9 


tfc <b At C* TO 



Being a learned 
discourse on the derivation 

of words by KELVIN GOSNELL 


so we than had to workout some 
of it First to come were BQf&g 
thungp and Splundig vur thngg, 
Tharglan equivalents to Dftsr 
Sirs and Yours sincerely at the 
start and finish of his {insulting!) 
letters to readers. These two 
were down to me P they derived 
directly from an imbecilic 
schoolboy gag we pulled at 
school The idea was to start 
uttering e string of gross- 
sounding nonsense words, 
gradually building up the 
volume to a wobbling great 
shout, t can't really remember 
whether there was a point to the 
game, but I do know we used to 
rail about laughing and get into 


Judging from ZZAPI's mailbag, a goodly number of 
you do savvy 2000AD*speak. Letters to 2ZAPI talk 
quite frequently of zarzog games or scrotnig 
playability. These two particular adjectives seem to be 
the most popular and have even found their way on to 


To start with it came from the 
addled minds of myself, Kev 
O'Neill and Pat Mills Kev is a 
former art editor of the paper 
and Pat another former editor {I 
sometimes think that half the 
comic strip fraternity in this 
country can fay claim to being 
former- 2000AD', the paper has 
a vo rad qus a ppetite for staff), „ 

Th&rg, another character Roger has asked 

instrumental in this story, 8 ■“ ‘ — * * 

orignated about 9 o'clock one 
night on the twentieth floor of a 
London office block. We'd got 
the whole paper's story up and 
running, artwork was being 
produced ready for the launch 
issue of March 1977. it was time 
|o work out the 'dressing': what 
sort of letters do we want? How 
much, if anything, do we pay for 
them? And, most important, 
what so rt of edito r ch araeter do 
we want to give the paper? 


the SHOOT Cl 

DICTIONARY 

Borag thungg - ■ 

Splundig vur thngg 

Z&rj&z 

Scrotnig 

Quaequam bias 

Ghafflebette 

Rorix grabundae ... 

Frognum Gruelis . 

Snut ... Gosh/t 

Orokk '* '*■* 

Bt Stomm/By Grud 


trouble for doing it. Anyway, it 
caught on with 2000AD readers 
and virtuafiy every letter 
received started and finished 
with Borag thungg and Splundig 
vurtbrigg. 

We then turned our attention 
to dialogue in the stories. One of 
the drawbacks with picture 
strips is that you can't use real 
swear words or expletives. The 
kids who were buying 200AD 
were also going to be fans erf TV 
series like The Sweeney and 
would be accustomed to 
hearing Jack Regan uttering 
immortal lines like, 'Bugger this, 
George.' if we'd used that sort of 
material for Dan Dare or Judge 
Dredd we'd all have been 

former 2000 AD', So 


Greetings 

, Farewell 
. . Fantastic 
-ditto - 

..My goodness i 

Out of this world 
. , , . Many thanks 

April Fool 

un-zarjaz person 
iyal forms thereof 
. , . . - ditto - 

i > t M » * ' * , 

I sayl 

■ . >1 ■ ■- S ^ 9 


The lest question had three 
answers: one of us (out of the 
question, we were all about as 
photogenic as a road accident), 
a computer (possible, but this 
was before Clive Sinclair was a 
household name), or a stroppy, 
very superior alien. The alien 
seemed the strongest option as 
we could make Him asgrossand 
insulting as we liked (people in 
comics seem to have 
questionable senses of 
humour). Thus was born Tharg. 

It stands to reason that Tharg 
would need his own language 


insta nt I 
we made up our own nasty 


ZZAP! 64 Christmas Special 1985 153 






\U m IP 
■ ( II Uh'h 


buried in the middie? And no- 
one, neither a power-that-was 
nor a reader had actually 
noticed ! 

John Wagner got his own 

back for I os mg snut i n a fa r mo re RdM 5M |TJ+ 
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old antibody?' And that is one of 
the more decipherable 
offerings! The first series was 
very popular, but had to he 
accompanied by at least one 
pull-out dictionary /book let so 
that readers could understand it. 
Later series were brought closer 
to English. 

To my mind, though, the best 
of all 2000 AD-speak is scrotnig. 
Meaning very much the same as 
zarjaz, scrotnig came into being 
by a very curious route. There 
was one writer working for the 
paper who might best be 
described as the world's first 
autistic typist. Delivery of a 
script from this guy brought 
groans of despair from tne sub- 
editor responsible for 
translating it into a form of 
English which could be 
deciphered by an artist. One 
scene description almost 
defeated us all. It read 'Savage 
and men scrotnig across plain.' 
Cries of ‘What the snut is a 
scrotnig?' permeated the office 
as tears of joy and frustration 
flowed like water. Eventually we 
realised that it was a typing error 
for the word 'escorting'. So, in 
memory of the great 
entertainment it had given us, 
we stored scrotnig away to be 
used later. It first sneaked its 
way into a Judge Dredd story, 
then into Thara's page end now, 
as you know, the drokking 
word's popping up all over the 
snutting place. 

The ptace where we would alJ 
like to see if appear next is irt an 


From ZZAP! 64, CRASH and 
GREMLIN GRAPHICS 


Normally ng,95, ZZAP! readers can buy this 
marvellous tracksuit for 

ONLY £16.95 

rind vat, 

The Monty on the Run tracksuit is made from high 
quality materials normally found in tracksuits far 
more expensive and comes in pate grey with the 
bremlin logo on the back and the ZZAP! and CRASH 
logos on the front in tasteful tandem! 

Don t miss out on this amazing offer, send off the 
coupon today to the address below. 


them — 'dork' and 'schmuck' 
included — • had very dubious 
meanings indeed. John, 
working with Al Grant {former 
2000 AD assistant editor), went 
on to take the DIY language field 
to its ultimate In a story called 
Acs Trucking. This is about a 
space haulage firm and was 
started up about the time the CB 
craze was breaking in the UK. 
John and Al took CB jargon and 
developed it one stage further. 
Lead character Ace Garp would 
be beard to utter such lines as 
'You arranged for your bucklers 
to ambab tne Snork? But why, 
evil buddy? Why should you 
want to throw the big-H to your 


Official English dictionary. This 
wish, I hasten to add, is only 
partly inspired by the ego-trip c 


being able to tell our kids See 
that? That word's down to me,' 
The greater reason is that the 
derivation which they will have 
to print will give a great deal of 


entertainment to anyone who 
reads it; 

Scrotnig: (adjective) 
fabulous, excellent, 
generally bringing a feeling 
of well-being, (From 3 typing 
error by G. Finfey-Day} 

If that's not immortality for a 
writer then I don't know what 1 : 
Splundig vurthrigg! 


Please send me ___ 
GREMLIN tracksuit (s) 

Tick sizes sizes; SD MO l_0 

Name 

Address ....... 


Super ZZAPf/CRASH/ 


........... Postcode 

I enclose a cheque/postal order payable to 

News field Ltd for £16.95. 

‘UK prices oniy, Europe and Overseas, please add 
£2 per item ordered. 
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ZZAPl READERS TO£ 


■ » 


j * 


T ( 1 ) SUMMER GAMES It (16%) 

US GOLD, C9,9b cnss 
ZZAP! rating 97 


f 

- * # 


8. PET PEOPLE (4%) 

ACTi VISION na95ri.sk 
ZZAP 1 rating 97% 


2 .( 9 } PARADROID (9%) 

MEWSON CONSULTANTS, i 7 95 csss 
ZZAP r felling 97% 


f * 


* # 


9. ^PtTSTOP II (4% } 

US GOLD, F9.95 
ZZAP 1 rating 9V- 



3. (3) ELITE (8%} 

FIREBIRD, 1 14 95cdSS, t'17 95 disk 
ZZAP 1 rating 92‘'-: 


. ■ i 


10. ( 10 ) BEACH HEAD II (3%) 


US GOLD. 19.95 cass 
ZZAP* rating SO' 1 -- 


* r 


4. /SI WINTER GAIVIES (6%) 

US GOLD. E9.95 cass 
ZZAP! rating 94".. 


f * 


I* 

l cl b 
§ * . 


11. ( 11 ) THING ON A SPRING 

GREMLIN GRAPHICS. F3 95 caas 
ZZAP 1 rating 93% 


5 .( 4 ) DROPZONE ( 6 %) 

UK GOLD, f 9. 95 cans 
ZZAP! rating 95% 


i ^ 

t 


* * 


12. f 7 ) HYPERSPORTS 

IMAGINE F9.95 cass 
ZZAP 1 tatmg 91".. 


6 . (5) FRANKIE GOES TO HOLLYWOOD (6%) 

OCEAN, £9.95 cass 
ZZAP] rating 97% 


13. ( 8 ) SKYFOX 

ARlOLASOFT, !’9.95ca;.s 
ZZAP 1 rating 91 % 


7. (2) WAY OF THE EXPLODING FIST (5%) 

MELBOURNE HOUSE, r9 95cass 
ZZAP 1 rating 93 % 


14. {77} BARRY MCGUIGAN'3 BOXING 

ACTIVISION. F9.99 cass 
ZZAP! rating 9 1% 


4 ^ 


I J | 


* 


YOU COULD WIN SOFTWARE BY VOTING FOR THE ZZAP! 

READERS TOP 30 CHART! 


Fvury month we give awav an amazing E4CJ worth of software in the hr si parson whose ZZAP! READERS TOP 30 VOTING FORM is pulled 
(tom she bag The winner also receives a super ZZAP G4 T shirt. Four runners lep get a T shirt and d ZZAP 1 Cap. So all you have to do is fill oul 
the form below, remembering to put your name and address down, list youi five favourite games in descending order i' re mom her they must 
be released games that you have played), state which software yon would like (to a total value of £401 should you win, and youi T-shirt size 
fS.M.LJ Then send you? form in to the address shown. 


* j 


ZZAP! 64 TOP 30 VOTING COUPON 

(Please write in block capitals) 

Name < < * » &*.*!■ «... + ■ * ■ * ■ + ■ * i + e*.ii + «.T.«iTii. 

1 am voting for the following five games: 

Address 

2 . . . 

3 


Postcode ■ K 4 1 a P4-PISI-II li + i 1 n 1 IH h ■■ t t I 4- ■■ + I t h i * 4 + i IMIlbltlMtli r 

* PB-ri mm r i t i c ■ i i i ■ i ■ i 9 . ■ &.J - j l p 4 * 9 1 M i i 4 ■■ r r ■ 1 ■ 1 r ■ 1 1 . 1 + 

5 

^ J ■ ■ b - « a a++i t m -r ■ ■ 1 i i ■ ■ * ■ J ■ a 4 ■ Ji m 1 . . k . j M4-iTirifiiiaiBJii.iiii| l 

If 1 win the £40 worth of software, the games (would like are: 
Game (and software house} 


Mv T-shirt size is S/M/L 

ZZAP! TOP 30, PO BOX 10, LUDLOW, 
SHROPSHIRE SY8 1DB 
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4 

* * 

9 + 


t 


■* _ 4 



iO For January 1986 


15. (24) SPY Vs SPY II , 

HEYGND, f 9 95 ca-ss 

22AP! J 

16, ( 14) RESCUE ON FRACTALUS 

ACTIVISION C9.99 cas-, 

ZZAPi parting 91% 

Jp 

P 

17. (13) NODES OF YESOD 

ODIN. L'9.95 Gas& 

ZZAP' rating 95"* 

18 , (18) IMPOSSIBLE MISSION 

US GOLD.. pj.95 cass 
ZZ AP 1 rating 92 1-1 ■ 


19. (30) HACKER 

ACTIVISION, £9,99 pass 
ZZAPi rating 87% 

20. (22) FOURTH PROTOCOL 

HUTCHINSON. £12-95 cass 
Z7AP r rating 95% 

* 

* 

21. (27) WIZARD'S LAIR 

BUBBLE BUS, £8.95 eass * l 

ZZAP 1 rating 89% * 


' I I * M' ^ 
* ■ 


* b 

* * 


n * 


i 1 


* .* 


* 

' > * 


*». ■ 

* * 


> 


* » 


» # 



22. (29^ GRIBBLY'S DAY OUT 

HEWSON CONSULTANTS. L7 95 
ZZAP 1 raimg 90% 

23. ( ) MONTY ON THE RUN 

GREMLIN GRAPHICS. £9.96 case 
ZZAP’ rating 90 T 

24. (28) KARATEKA 

ARiOLASOET, £9.95 casts 
ZZAP 1 rating BU 1 ' i 

25. (-) BOULDERDASH t&ll 

MONOLITH, C9 95cass 
ZZAP' rating 32" I, 

26. H SUMMER GAMES 

US GOLD. £9. 95 cass 
ZZAP 1 rating N A 


27. (19) INTERNATIONAL BASKETBALL 

COMMODORE. F5.99 cass 
ZZAP* rating 93"i 

28{20) FRANK BRUNO'S BOXING 

ELITE, E9 95 cass 
ZZAP 1 rating 69 

29. (27) BOUNTY BOB 

US GOLD, i 9.95 cass 
Z ZAP 1 rating 89 

30. (15) KIK START 

MASTER TRONIC, £1 99cass 
ZZAP 1 rating 90' 


« # 


* 

* i»(. 


Chart Voting Draw Winners . , 

Winner (£40 worth of software plus T-shirt): Tom Robinson, Market 
Deepinq Lines; Runners up (ZZAP! T-shirt and cap): S Waldman, 
Totter idge; Darren Jones, Builth Wells, Powys; Martin Roach, 
Sutton Coldfield; Steve Carr, Eastbourne, East Sussex. 


* * 
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Upton, WlRfiAi; Gary Jon**, LONDON, 
N22 80 J; Jonas Din Jorgensen, 
DENMARK; Jason Kennedy, UVGRKOl, 
U2 9GT; P. Klngham. ESSEX, 164 5NB; 
Addin t«, WEST YWKS, WF1J TJA; Paul 
T.S. Leung, SCOTLAND. IV30 SAX; Paul 
Lovagrena^ HANTS.^XBPX; Miftin 
MansbrUgo, WARKS, BW *81; Andrew 
Mussfin, SCOTLAND.' EK32 WW; Chris 
Meadows Hartwell, ESSEX , SSS4DS; 


BASILDON BOND 
COMP 


Tell a funny Russ Abbot type 
Joke and win a strange prize! The 
20 funniest readers turned out to 


Macmillan Software offered 50 
packages of their sports game 
and tickets to a Tottenham 
Hotspurs match for two fucky 
winners. Here they are: 


Andrew MHoa, SHEFFIELD, S3Q 4ftW; 
Andrew Mount, BERKSHIRE SL6 3UR ; E.V. 
Nicholson. HERTS. HP1 5QO; G.M 
tTLoughlin, LONDON, SW2 5HH; T, 
PalihntJi&ia. MIDDX. HA? BAS; Staphoh 
PlllcJinfltfln r Blackpool LANCS; Darren 
Prwsl, GLOUCESTER. GL1 S5B; Stephen 
Roberts, MIDDX. TWZ7HN; Gary 
RoUnaon,. BERKS, SL2 lOB Nimat Sav.nl, 
Bahrain, ARABIAN GULF; Graham Sid*. 
BEDS, LU77DF; Mr. G. Stewart, TYNE and 
WEAR. NE34 9TQ, Mr Ben Sutton, W 
SUSSEX, RH104JT: Graham Sw*ln. 
Winchester, HAMPSHIRE; An Van Una, 
LONDON. SO 7PV; Paul Walls . Chigwsll, 
ESSEX; Alan Wood, 1 Squadron, 3 AD SR. 
BFPO 106. 


StU*rt Adrian. N. YORKSHIRE, HG2 OFIA; 
Adrian APafcartcm, WEST MIDS. W09 BLJ; 
A. Banker lift, LANCS. 0LT4 6HW, Danny 
Battofl, LONDON, N45XD: David Conner, 
UVPtPOOL L30 IPO; Tony David KENT, 
ME10JAD; Crelg Dibhla, WOftCS, WR9 
W; Duncan H«ry«y r WALLS ALL, W£7 
OUN; Simon Hegarty, SHEFFIELD, S30 GJP, 
Wayn* Kanin, NEWCASTLE -UPON TYNE, 
NEIfiftOS; Hobart Koumdaros, A ^bridge, 
SOMERSET; Matthew J, McNally, 
LIVERPOOL, U 3RR; Andrew Mount. 
BERKSHIRE, SLE 3UR, Stuart OINar, WEST 
MIDS. DY3 3LF; 3. Priddle, SOMERSET, 
TA20 1BL; Sidney J,G. |k^ Ml 
WRMING KAM* B27 6JG. Mr. T. Rkharda, 
LANCS, GL9 SSF; Daniel HuWfi*oc h LINCS, 
OEe HER; Richard Walker Weat Midland*, 
PY33S6; Davirt Wallet, Guilford, GV3 3BD. 


Mark Audred SHEFFIELD, $ IB 5YW: Mark 
Bashaw, Staff-3, WS1S 4 AH \ winners ol 
thflMab) 

Runners up; Gfbmtm J. Baltav, OLDHAM, 
QU IIO; Andrew Boom*, 3 YORKS, S64 
SLD; G Benford, MERSEYSIDE. L3T 1PZ; Mr 
A Sums, NORTHERN IRELAND, BT4&2SL: 
Roderick Ce Iderwood, SCOTLAND, 0G7 
1BN: Denial CuHkit H CaMBRiCRGE. C©4 
4RL? p Cordon SURREY, 35 1HY; Staphs., 
Dalton, N. YORKSHIRE, HG4 IFF; J. Day**, 
AylflBburv d BUCKS; Simon Eland, 
CLEVELAND,, TS25 5BY; MweMLCFL 
A-T. Evans. B F P.O , Code No ZP 060527; 
Dc; vid F ai rwaathw, LANCASHIRE, B B3 
3AZ; Mark frary. NORFOLK, NR IB 2 88. 
Mitthalla Gonbea. HERTS, WD7 7 LS; K 
Giu u ndwalmr, NORTHUMBERLAND, NE23 
6NT; Philip Hall, N.BUMBER&IDE, HUM 
6TT, Jonathon Harris. SHROPSHIRE, SYB 
40A; Stefan Harrison, BERKSHIRE, KG11 
2JD ; Sim n n Hawcroft, SOUTH 
YORKSHIRE. 571 1 JW; MrtthtfW Hodg$»fL 
KENT, B83 1QD: PrrerHynd*. ESSEX 
SS1 1 8ER , Stephen Logon, ESSEX. CO? 
SDL; Gary Lawton, OLDHAM, 0L44RIL; 
NktaLailfodfrertL LONDON, Nfi 4 BE D 
Lfldfie. DERBY, DE2 SEE; Michael McCann, 
LONDON. W4 1NJ; NneEMcGae, 
NOTTINGHAM, NG4 1BT; Kannelti Mite^. 
KENT. CT2 OQH; Mr Nigel M «chHdu4, 


And finalfy, our very own quiz — 
the first ever, and with a boo boo 
in it. flul it didn't stop the entries 
pouring in. The first correct 
entries receive £25 worth of 
software and a T-shirt, with 
three runners up each getting a 
T-shirt: 


CDS and Steve Davis invited you 
to win some tickets to a snooker 
final as well as a choice between 
some other goodies: 


The Winner of IhetiofcetE [□ the Coral UK 
Finals is: Ehsan Ramazan!, LONDON, 
NW11BBU, 

The si* runner? up grp; Rotor Corn of. 
Paignton, DEVON: Nigel Hoed. NORFOLK, 
NR 15 2BD; A N Onymous, Tottanhain. 
LONDON N15; Steph«fi Parklm, LONDON, 
N14 6PX; Adam ft -. tb-a, GLOUS, GLS4 
1BO; Adam Webb LEICESTERSHIRE, LEG 


Winners : JlBa-fijalloun, HERTS, ALB TOP; 
DarrenCrewUvi YY«t MfdUavul?, B5$ 90B 
David Hiiwa^ COVENTRY, CV7 BAX; 
Jaaon Hart, South Gtamonnan, GFB 4L£. 
rhe runnors-up Wfirt; staphan Madcraft, 
ESSEX, SSBBBP; ShiiwStokw, Dublin 16 
IRELAND 


S GLAMORGAN, WALES, ; E.V Niehokwn 
HERTS, HPl 2QG; N Pruudman, 
BEDFORDSHIRE. LLO TUP; Paul Rdfabam. 
P&Tizanoa, CORNWALL; Kalin Robartsun. 
LINCS, PE12 9AQ; J Rowland 
BIRMINGHAM, B249DG; Ian S*dl«r l 
NORFOLK NR280AS, Tony Sharp. 
CORNWALL, TR2Q BJW; Carlaton Slww, 
LONDON, NIC 3HT; Simon Pitman, 
DORSET SPS4HL; Fatar Sltda. 
WORCESTER, WR2 5BE; Calkn Smith, 
NOTTS. NG122JF; Talbm. MIDDX, 
HA48SA; Sinclair Thomruon, GLASGOW, 
G12 9SB; Graham Thomson, 
NEWCASTLE -ui^^TVNETNBb ZNQ; 
Andrew Tinning, W YORKSHIRE, HG3 1 HV. 
Glenn Warden. E. SUSSEX, TN3&4SL: 
Kevin Warren, HERTS. ENT 6HN; Mr Pater 
West . OXFORD, 0X9 1BZ_ 


How to enter your challenge 

1. Statu 9 am« and scores elaarty on th* iorm pmvidad |or a sknt 
copy]- You fan giva fowar than tour gams* If y«u wtah. 

2 State lmr*l adliavad at the and of aach gama. althtr tha wav* 
number flf pauiblaL rating or *«ma mdirjtnn of bow far you w# : i l 
into th# gam# along with ih# Rma t»kan to wmpreta tha gam#. 

3. In th* apaca p r.:i vid sd wdta furthae <intail* about th* gji me whieh 
miflfvl ho Ip to confirm your waca H If* an a read* advvntur* than 


writ# th# pmantaga and if k ha* a Tim# limit or bomn than atata 
how long was left and what bonut was awardad. Othor dotaUt 
include things- Iflc# th# gam# crashing bacaua* of tha bigh-Kor# 
adklovad or whether th# gam# r«s#ts at a wtain point. Any Othar 
recant dataib will be useful 

%. Post yaur amry to; Zzap Challenge, Zzapl 64, fOB&n 1C, Ludtew, 
Shropehln, SYS IDfLlji 


Ves, l m to challengfi the Ziap champion on the following fames 

ScDn i+ , 1+ , i1+tlT Level readied,,.,,. 


Time taken 


Other details 


Game 


Level readied 


Time taken 


Other detai Is 


Game 


Leva* Teethed 


Other details 


R-M- Allan. SURREY, GU21 4QX, Roben 
Andrew?. P«re4i« d Cp. DURHAM; Paul 
Armstrong. WORTH IMBERi AND. NE23 
SDF; Karim Bouali, LONDON, BW17 6LD; 
Fan Bewdan, WMrwtun, AVON; Paul 
Brighty, ESSEX, NRA13 7UA; Jaramy 
Brown, P^tarehald, HANTS; Tre^Of 
CwnbalL N IRELAND, BT 2 G SEP; Alan 
Coq rebet, GWENT, NP7 DBB; Danial Curtis, 
LONDON N4; Andrew Eamos, ESSEX, 

CM 12 OHJ; Stephan Errey, EAST SUSSEX 
TN&3BO' Andrew Fricher, DORSET. BHl$ 
6AZ; Andrew Gordon, Glasgow, g«b 
7QJ; Anthony Grady, UNCS r BB1 ZBHr 
Paul Gyles, NORFOLK, PE303JH; Martin 
Hekre*. STAFFORDSHIRE, WS1S 9HU; 
Jason Hilling, NEWPORT, NP1 9HD; 

Kevin Hart. GTR MANCHESTER, BLZ 5 JE, 
Howard, P.COOE 3150 . AUSTRALIA; 
Robert Hunt. W. YORKS, B 095 JJ; Rob#rt 
Hunt, W YORKSHIRE BO*l 5 JJ; S Jay. 


Game 

Other details 


Level reached 


Time taken 


Pid you fliplw* wry d>Htl. Of *\**c*m I la^hnlqyaf ikw i%itO J ip4d N(- ff | w dtrtW my af th*H Hflll { Ya*.'mSl 

s#parfiia piaue #F paper.'! 


1 promise these scores ere gen u ine. Signed 

Name. 

Address “■■■•*■* f ■■ ■■■*•■! *a-aa«-»l" fM-PB-MHIWII rH + ll+HIB+Hihr 


Telephone number {if poss) 
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Extravaganza 


Available on the 43K Spectrum. 

Amstrad and Commodore 64 
from Electric Dreams Software. 
31 Carlton Crescent, Southampton 
Tel: (0703) 225282 


t 


i 

i 

Jg 

[ \Aj 

\ f-J i ; 

? / 


I Tl— 

IP l 

v A 

r n 

It/ 

V\> 


Y W 

H 1 T 













SPECTRUM 

AMSTRAD 

MSX 

COMMODORE 

£7.95 


Orpheus Ltd-, The Smithy, Unit 1 . Church Farm, 
Hatley St. George, Nr. Sandy, Beds, SGI 9 3HP 
fell Gamlingay (0767) 51481/91 Telex 817117 ETHGEN G 



PJeose send me 

1 — copi&sof THE YOUNG ONES (d £7.95 

. P&P FREE (UK only); £2.00 P&P overseas. 
Name: 

] 

f 1 

1 1 

• i 

1 Address: 


1 

i ! 

1 


-1 

Please make cheques or money or defs payable to Orpheus lid 
i send togeltiof with your order farm to; 

Orphevj Ltd The Smithy, Unii 1 , Church Farm, 
j _ Holley St. George, Nr, Sandy, Beds SGI 9 3 HP. 

1 

1 


IN ANY DOUBT YET? 
YOU AREN'T! GET 
INTO SPACE DOUBT.. 



The little nasties tend to horrors getting in, in which case 

multiply when they've_ had a your power block runs out of 

, feed {Thank heaven Uddon's energy very quickly, (Hard work. 

As your unnble Competition not Mr® that — ED), and you hull welding, you see.) lifelike g-w portrait will win the 

Minion sits down to pen these could end up in and ongoing What we want you to do, to ghettoblaster, and twenty five 

tew words, the finishing touches Mother Hubbard situation if you stand a chance of picking up the runners up will receive their very 

are being put to CRLs latest don't get moving. In your battle Toshiba portable stereo with own copy of the game, 

offering. Caked Spare Doubt, against the invading horde, you removable speakers and Get imaginin' and d rawin' — 
you are put in the position of a have a power block driving a graphic equaliser, is to come up you've only got until 30th 

service engineer on a space flamethrower type device— you with a picture of a food eating, January 1986 {hip and with it 

t? ,p ' f err Ving food and can use it to zap individual fast multiplying greeblie- round here, y'know) to qet your 

the ship has run into a meteor greeblie-weablies, at no great weeblie. Let your imagination entries in to GREEBLIE— 

storm. The hull is being dama- cost to your energy per g-w, or run riot. Guard you larder if you WEESL1E COMP Z2AP! PO 

ged, and lots of I idle animal-type you can use it to weld up holes in decide to do any real life BOX 10, Ludlow, Shropshire 

nasties are sneaking m through the hull to stop more of the little research, and get drawing. Moat SYS 1 DB 

the holes, and guzzling the grub 
you're supposed to deliver safe 
and sound. 


162 ZZAP! 64 Christmas Specia 







e most powerful games in the Universe 


A 

A * 




•si* 






© QUICKSILVA LIMITED 
Liberty House, 222 Regent Street, 
London W1R7DR 
Telephone 01-439 0666 

















UHMTE; 

The passengers of the Mr Un*r Arcadia were 
marooned and captive cm an uncharted world . The 
man called Crow was dedicated to saving them. 

J Actually, he was only pad nun: a mixture of human; 
computer and virus smashed into existence in 
Arcadia's crash, he was a bizarre hybrid. But he was 
still frw and It 5-1(1 ng. Ha was their only lope,.. 


THE 


I 



TERMINAL MANE 



CROSSUOlTH-aihlKlMRS F|NP 
MANPRElL, NRo SEARCHING 
FORHlS PASSENGERS IN 
THE, CiTV OF KEBWO& 


-THE DARKEST RATS 
RUNNING IN TART SEWER 
WERE THE IMPERIAL &URRP 
FEFIREP BMP HflTEP BY 
E^ERV LIVING TWINS 


* WHERE FERR RNP 
VIOLENCE RAN 

through the streets 

MK£ BN OP£NS£v 5 tR- 


CROSS PNP HIS COWtPRNlONS 
HRP TAKEN REFUGE IN THE 
POOREST QUHRTER 1,1 


ER, JLJH'NK^ 
OUR PRESENC £ 
MAY BE RNOWN 
TO THE SAP md 
M fin VS y// 


WHYer? 


PftMN / 
PISTOL'S 
r LO ST 

Lcmrr&e 


VOUR Mfl&lCji 
W TOY HRS NO 
~ POWER R &*? INST 
THE IWPER1RL &LARP 
OUTSIPER — LAY IT 
vflSJPE ANP PREPARE 
|L FOR PERTH / d 


^ OHlV YOU; 

^ THE TALL ONE, ORE TD ^ 
BE SPflREP - VIL&ARRE HRS W 
fl USE FOR MDLI / YOU WILL 
HTTeNP THE PURIFICATION Op 
. THE OTHER OUTStPERS AT j 
k! THE CATHEDRA Uw 


m ff ■T«R 


» jgd J 

■ ] 

\V J 
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There rr.e ^ 
BACK-UP eu ARP'S 
OUTSIPE- 
GRR& WWflT ^ 
V\i£fiFON6V£>U 
.CRN PNP“w/ 


r,«Bur ^ 

VDU WILL 
NOT 

J13KE ME/ 


i mnv 

at ten p. 


THERE'S TOO ^ 
MflNY,CKOS5- 
. WE CAN'T HOlP 

■k^'£M/ 


\ oTCORRECT, 
. yl fall SACK' 
.A "THIS , 
,k i mtf . 


Jr INTO 

f THAT ~ 
TRRM&PORT 
L STATION/ 


}lilCKlV- 

JTO THE 
COR/ 


unless, of 

COURSE, YOU 
WAPPtrfet? TO 
6E ONE OF THE 
SLPUE& WHO 
SUPPLIER THE 
MOTIVE POWER 
FROM TKEGWWLLS,' 


KEBWG&S SUSPENPEP ‘RAILWAY WRS 
NOT THE SAFEST MOPE OF TRANSPORT 
EVER INVENTED @Y MAN- BUT IT WR5 

infinitely srferthan wrlkino 

THE STREETS/*/ 



^Hr , Sit 

i TL 




pgpp^ jk f i jj 



rjrf, 


J I J 







/ ■/ / / ^ 





t , *■ flHIV 







K | f I I -i 






^V’ Jf| 


-r 



! V- 

II / / J 

. jf\ , - - 


22PJB 


* 
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* I m In this game there are twelve 

/ li different courses av * liable- fat you so 

tackle, each presenting Hi own problems Voy might 
/J Ml oft refuse & jump, knock a fence down or even be 
eMminsied for jw; 1 ping a wrong fence. It's ail up 1*0 you. Tel the horse tg 
walk, earner, gallop, turn or jump when, you want him to. AI] the thrills 
(and spilta} straight from Hick 5 tead < That's not all, if you wuiT to try some 
new obftecl es you can simply and easily design new courses far 
yourself, without any progjanunijig knowledge needed. Y m can 
decide where you wans the walls, gales or any of the differenl types of 
fences available. Up So sue riders may compete, each representing a 
different country with the stores being updated on the 'Master 
Scoreboard" as each round is completed. All faults are recorded 
automatically, not forgetting that the clock k licking away all the time as 
well There is also a "Hi-Score Scoreboard" for each course. We would 
Like to thank Team Sanyoand Harvey Smith for their 

^encouragement 
and inspiration. 


MACH 1 NC 


PRICE 


PIvsh aid II DO Kde ±L ordvEi ffiilmid* U.fc. 


ACCESS C4NP N* 

NAME 1 .r.M.v... 

ADDRESS 


SohwafB Lid., B«r ®?inei Cpmpt*I, AllfcElSij Read 

WwllM. Li^ifrrp*a] L2£ JSF 

TiLiphoui 0S1 423 S393 (4 Lzzinm) T*l*gr &27520 


U ■ I 


u> 1 

FI - -1 1 fc I 

v~r~ I? ^ i 
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^ ir’3 > 

HOPELESS/ 
CROSS — 
'THE'T'Rt 
STILL 

„ COMING**^ 


got 

us,' 


r power- w i/ 
1 MORE fUr 
* POWER/ ^ 
COME ON BURN/ 


prt NOT VET/ 
r IF I CAN HOLE? 

' this iron pulley 1 — 

USE the VIRUS TO 
HMPDFV ELECTRICAL 
^ R&£ ISTRN CE„, 


8 URN 


With the last shreps of 

HIS EMERGV, CROSS BURNET* 
THE ROPE HOLPfNG "THE CRR- 
|T HRC? ONLV A FEW METRES 
TO FFU- III 




FOR THE &UHRPS, HOWEVER, THE 
PROF W0& CONSIPERUBLV GREATER 

RNP FATAL / 




r KEEP ^ 
POWN -THE 
CAR WILL 
BREAK OUR 
FRLL-'j 


'^7/Tv 1.# 


Kov 




CflNT 

MOVE - USEE* 
TOO MUCH 
POWER ~CAN J i 
EVEN SUSTAIN 1 

l BOPV 
L. GRAPHICS-^ 






.— 


AlEEE 


IT'S ALRIGHT- 
THERE’S CMROB 
OUTSIPE/TMEVlL 
NEVER RXLON 
U^-WE CAN 
PiSRPPEflR 
FOR DAYS- 


J KO/M-MU&T ^ 
F!Np CflTH&PRflL 
GET TO CEREMONY 
NOTHING ELSE — 
S. MATTERS m M 









riBJa 


The return of the legendary crusader - skii i ully fencing 
his way through twenty screens of mystery and danger! 

CASSETTE DISK 

AvaiitiMt lor £0.95 £1A.95 

C u irnno do re 64 & A turt y 1*T 


DahQoFt 


U.S. Gold Limited, Unit 10, The Parkway Industrial Centre. 
Heneage Street, Birmingham B? 4LY. 

I ijj j u) 1 1 !' a iLdislEred fra Jem-ifl, ol n,|.| jurii, Inc. ^irtip 11 j ri'HIMficJ l f ,i nij r k of Ztfrm 

! 'mJiiL ii^n- l'?H5 Zniru Traduction \ll rirfhrs rewrvud 10^5 Dunn. >h Lei. . 



OH WELL-GT LEAST 

H£'shctin6 like n 

HUMAN PElNG — 
TAKING RISKS FINE? 
LEARNING THE ART 
OP CUNNING-* ^ 


W^— RNP ^ 

THERE IS 
ANOTHER WHO 
WILL SPEAK— 


I HOPE 

£ 0 ,MANPRELL 
r RLTHOUGH I F£flR 
HE IS LEARNING THE 
, ART OF MfipNESS 

^ TOO/ 


^-VIL&flRRE, 
YOUR RULER, 
MILL PEFENP 


NEXT C^Y, AT 
THE GREAT 
CflTHEPRRL 
THAT pCMNATEt? 
THE CITV«, 


THIS 

crg; 


is 

CftOZV/ 

THIS IS WHERE 
VILGARRE WANTS 
YOU-YOUSHOULP 
BE ON THE OTHER 
5JPE OF THE 
R.RNET/ 


^ANP fT 

IS written 

THAT THEY WHO 
PSNYTWE SOPS 
SHALL BE 
PURIFIER JN 
THE CHAMBER 
PF THE ©OPS/ 


FOR ONCE 
HE'S RIGHT, 
CROSS - WE’RE 

PLWW& into 
vilgarre'b 

HANDS ~ HE'S 
WftNVPULBTlHG 

YOU/ 


POflS 
I SHY- COME 
WITH ME TO 
[THE RITUAL OF 

purification, 
rOR LEAVE i 


— HNP THAT 
MUST BE VILGARRET 
IN THE RIN&SIPE SEAT/ 
BUT WHRT CAN WE PO P 


IH RNP THEY 
shrll be taken 
UP RNP NEVER 

SEEN AGAIN Iff 


IT IS 
OUR 
PASSENGERS* 


WILL ANT MAN SPEAK 
FORTH flNP SAY WHY 
THE HERETICS SHOULP 
NOT BE PURIFIEP ? A 


Y 1 L&ARRE IS 
MANIPULATING ME— BUT 
1 HAVE SOMETHING HE WANTS 
I PQN'T KNOW WHRT IT" lS mi 
GUT ITS THE ONLY WEAPON WE'VE GOT 


HERE 

rs 

ONE MRN 
WHO 
SPEAKS 

fqkth.L 


Next: The Thing that wouldn’t die... 
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48K./PECTRUM +, 


DORE 


MSTRA 


Formats 


TM + ■S 1941 s NFLP I ik, AH R^hcs reje^td. 
Ocean Software Limited authorised user 


JAhTUART 1Pfl 6 

IOIMSIAn A SUFtflLirjMf , NE W 04 LC A NS 


Ocean Software Limited, £ Centfgt Street, Manchester M2 5MS. Telephone; 061-832 6633< telex; 669977 Oceons G 








The Standard 
by which others 
Hill be judged. 

This is Hardball horn Accolade. The first in a new generation of game 
sottware that sets the standard for others to beat; if they dare! With 
graphics so large and lifelike and sound effects so real, you'tt 
believe you really are ot She bell park - yes. you can 
almost smell the hot-dogs! 

Sorry, we can't supply the hol-dogs; you'll 
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else is here to recreate the 
aim osphe re, lens ion and 
excitement of big time 
baseball on your 
own small 
screen. 
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